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luui'lO 


mi bh 


llBiu membBrs oF staPF, rbuj computBrB For thB oFFicB, hblu 
colours on thB Front covor, and a nom hair colour For riiclc — 
about thB only thing that haBn'’t changod this month is thB Fact 
that uiB’rB still the best IIBM mag you'll Find on the shelves. 


f you check out this month's masthead you'll notice that there have been a few changes in the Total 64 team - Nick has been promoted to 
Deputy Editor (three cheers etc.) and we have a new staff writer in the form of Alistair Felton, who previously produced a local Nintendo 
fanzine. The new boys have been working hard at getting their photos in the mag at every opportunity, so I'm sure that by the time you 
reach the end of this spectacular issue you'll feel like you've known them for years. Nick has also evolved into 'Nick Tendo', the comic book 
character, who makes his debut at the bottom of this very page - he'll be popping up in every issue offering you alternative solutions to the 
big games of the month. Check out his solution to Goldeneye 007 - bet you wouldn't have thought of that! 
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Full review of what could be the 
best game ever seen on the N64. 
Become James Bond, 007 and save 
the world in this definitive first 
person shooter. 


One of the most successful games 
ever in Nintendo's history gets the 
N64 treatment, with an all new 3D 
perspective. One of the most original 
games in recent times gets a full 
Total 64 review on page 50. 


Originally know as Storfox 64 in Japan and the States, 
the strangely named Lylat Wars gets a long overdue 
UK release. See what the Total 64 team think of 
it in our full review. _ 
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All the shortcuts, all of the time. 
Only in Total 64's Mario Kart guide! 
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With Hiuumon Grand Prix^s European 
release just around the comer. Total 64 
gets the low down on this exciting FI 
racing sim. 


Banjo fj Kazooie 

Rare's new platformer for 
the N64. Could this be the first 
lame to better Mario 641 


O mythalogies 

An unusual concept: an RPG 
starring Sub Zero from the Mortal 
Kombat series. How will It work? ^ 


We take an exclusive look at GT's 
innovative beat-'em-up. Watch out 
^ Dark Riftl 


^ Bomberman 

^ One of the most addictive 
games ever gets a new lease of 
life on the N64. 


Extreme G 


This could turn out to be the racing game that 
every N64 owner has been waiting for... 


2 ^ Silicon Valley 

LI This weird multi-genre affair 
takes you on a trip to a future 
where animals have evolved into very 
strange machines... 


Chameleon Tujiet 

You play the part of a chameleon 
this interesting platformer from the 
makers of Lemmings. 
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Rare answer to 


towdoiim! 

European 

Release 


marfo Kart BU7 


Dates 

Here are all the latest 
release dates for the N64 
in Europe. 

Rugust 

28 - NBA Hangtime 

(Nintendo/Midway) 

28 - Wayne Gretzky's 30 
Hockey (Nintendo/Midway) 

September 

5 - Blast Corps (Nintendo) 

October 

3 - Doom 64 

(GT Interactive/Midway) 

3 - Star Fox 64: Lylat Wars 
w/ Rumble Pak (Nintendo) 

november 

TBA - FI Pole Position 64 

(Ubi Soft) 

TBA - Top Gear Rally (Kemco) 
TBA - WCW vs. NWO: World 
Tour (THQ) 

7 - Goldeneye (Nintendo) 

December 

TBA - Banjo & Kazooie 

(Nintendo) 

TBA - Hexen (GT Interactive) 
TBA - War Gods (GT 
Interactive/Midway) 

10 - Mission: Impossible 
(Ocean) 

Hth Quarter ‘37 

TBA - Blade & Barrel 
(GT Interactive) 

TBA - Quake 64 
(GT Interactive/Midway) 

TBA - Rev Limit (Seta) 

TBA - Clay Fighter 63 1/3 
(Acclaim/Interplay) 

TBA - ExtremeG (Acclaim) 




n fter his SNES success, that cheeky little monkey from the Donkey Kong 
Country games has been given his own N64 debut. The game's working 
title is Diddy Kong Racing and it looks like it will be along the familiar 
lines of Mario Kart 64. While Diddy Kong's Racing does focus on high-speed, 
entertaining racing action, it also throws a wrench in the works by adding 
a large dose of adventure and exploration, such as you might find in a game 
like Super Mario 64. Diddy Kong and seven other characters will race through 
a total of 20 beautiful 3D courses packed with rivers, waterfalls, tunnels, 
canyons, lava, snow, rolling hills and quiet lagoons. 

The courses in Diddy Kong Racing are made all the more impressive by Rare's 
proprietary Real-Time Dynamic Animation Technology. This new programming 
technology allows the game to include large> colourful and highly textured 
characters in a massive environment. Real-Time Dynamic Animation Technology squeezes the most out of the Nintendo 64's 
hardware, allowing for environment mapping and specular highlighting, whenever appropriate. 

Although Diddy Kong is the star of the show, other Rare characters like Banjo the Bear, Conker the Squirrel and Krash the 
Kremling will make a pit stop, as will all-new animal friends Bumper the Badger, TipTup the Turtle and Pipsy the Mouse. The 
racers will drive in one of three vehicles - a cart, hovercraft or plane. Each vehicle will require a different handling technique, 
and will take on the challenges of the different courses in different ways. Diddy Kong Racing will reward racers who explore off 
the beaten path with power-up items and hidden challenges. Other devices will allow racers to attack their opponents, or to 
defend themselves from assault. Some courses also feature boss characters to provide even more challenge. 

Diddy Kong Racing also features a Versus Mode that allows two to four players to compete using any combination of vehicles. 
A variety of scenarios in Versus Mode make for even more depth of game play. 

To heighten the immersive nature of this 3D racer, Diddy Kong Racing will be compatible with the Nintendo 64 Rumble Pak 

Controller Accessory. In addition, players will be able to save their best 
times and races using the Nintendo 64 Controller Pak. Personally we can't 
wait to get Diddy Kong Racing in the office, as it could well be the game 
to replace Mario Kart as the 'all night session' favourite. Diddy Kong Racing 
is due for release in the US at the end of the year and will be released 
shortly after over here in the UK. 
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TBA - MultiRadng 
Championship (Ocean) 

TBA - Robotron 64 

(GT Interactive/Midway) 

Ist Quarter ‘SB 

TBA - Conker's Quest (Rare) 
TBA - Duke Nukem 64 
(GT Interactive) 

TBA - FZero 64 (Nintendo) 

TBA - G.A.S.P. (Konami) 

TBA - MK Mythologies: 
Subzero 

(GT Interactive/Midway) 

TBA - Yoshi's Story 

(Nintendo) 

TBA - Zelda 64 (Nintendo) 

January‘SB 

TBA - Bomberman 64 

(Hudson) 

TBA - Mischief Makers 

(Nintendo) 

TBA - Robotech: Crystal 
Dreams (Gametek) 

February ‘SB 

TBA - Chameleon Twist 
(Japan Supply System) 

TBA - Dual Heroes (Hudson) 
TBA - Nagano Winter 
Olympics '98 (Konami) 

TBA - NBA In The Zone '98 
(Konami) 

march ‘SB 

TBA - Castlevania 64 

(Konami) 

TBA - Quest 64 (THQ) 

TBA - Tonic Trouble (Ubi 
Soft) 

TBA - Twisted Edge 
Snowboarding (Kemco) 

may ‘SB 

TBA - Wayne Gretzky's 3D 
Hockey '98 (Midway) 

Unknouin 

TBA - Attack! 

(GT Interactive) 

TBA - Bio Freaks 
(GT Interactive/Midway) 

TBA - Body Harvest 
(Nintendo) 

TBA - Centipede X 
(GT Interactive/Midway) 

TBA - Joust Epic 
(GT Interactive/Midway) 

TBA - Mace: The Dark Age 
(GT Interactive/Midway) 

TBA - Mortal Kombat 4 
(GT Interactive/Midway) 

TBA - Mystical Ninja 64 
(Konami) 

TBA - Rebel Moon Revolution 

(GT Interactive) 

TBA - San Francisco RUSH 
(GT Interactive/Midway) 

TBA - Unreal (GT Interactive) 







I t's official, Zelda 64 will be the biggest game 
in Nintendo's history. The cartridge will weigh 
in at a massive 256 megabits (that's 32 Megs, 
kids) which is at least four times the size of Mario 
64 and twice the size of the next biggest title - 
the eagerly awaited Banjo and Kazooie. 

This move has been necessary because of the 
delay to the 64DD and proves that Nintendo are 
not willing to sacrifice any aspect of the game in 
order for it to be released in time. The up side of 
this is that the game will probably feature the 
largest game-world ever seen on a console and 
include some stunning graphics. 

Miyamoto, the game's producer, has hinted that 
the control of Link will be far superior to that of 
Mano and he will even get to wear 'heavy boots' 

- something of a similar idea to metal Mario. You 
will also get the help of a small fairy which, among 
its other abilities, will warn you whether you are 
talking to a friend or an 
enemy by changing its 
colour. Link will also get 
to ride a horse. Cool. 

Of course the down 
side of the huge cartridge 
size means that the game 
is likely to be priced in 
the $100 range - which 
will probably mean that 
the game will be about 
£100 when it is released 
in the UK. 

Miyamoto had this to say about the game: "I've always 
tried to create places in a video game that don't exist in 
the real world. You might even feel like you've actually 
been there. And these thoughts, feelings, find a shape, 
one-by-one. 

"You can get into the game if you turn off the music. 

And if you turn on the music, you might then start crying 
because of fear... dungeons contain lots of traps and are 
really scary. You might want to curse the person who created 
the dungeon. Maybe you will have a nightmare?" 

Okay, we don't know exactly what he's talking about - 
but that's the reason why he's a gaming genius and we're 
not, so it's okay by us. 

Zelda 64 is due for release at Christmas in Japan so don't expect it much before the summer 
of '98 in Europe - it will surely be well worth the wait. 


LLiLliti- 

The Big 



■LLli 


LLaLlLL!£:''t- 


T he European Commlsion has ruled that Nintendo no longer have the right to 
restrict third-party releases for the N64. What this means is that we may well 
see a torrent of new games on the system, but at what cost? We here at Total 64 
reckon that this is definitely a bad thing, with quality giving way to quantity - just 
as it did with Sony's PlayStation - something that Nintendo have always gone to great 
lengths to prevent happening. This ruling does not just apply to Nintendo, it will 
affect Sega in exactly the same way. 


UB RBlBaee 
DatBB 

Here are the latest release 
dates available for the N64 
in America. 

September 

3-MultiRadng 
Championship (Ocean) 

29- Mischief Makers 
(Nintendo/Treasure) 

30- Lamborghini 64 (Titus) 

October 

TBA - FI Pole Position 64 
(Ubi Soft) 

TBA - Jeopardy! 

(Take 2/Gametek) 

TBA - Mace: The Dark Age 
(Midway) 

TBA - Wheel of Fortune 
(Take 2/Gametek) 

20 - Clay Fighter 63 1/3 

(Interplay) 

20 - Extreme-G (Acclaim) 

25 - Top Gear Rally 
(Midway/Kemco/Boss) 

28 - NFL Quarterback Club 
'98 (Acclaim) 

29 - Mission: Impossible 
(Ocean) 

november 

TBA - Aero Fighters Assault 
(Video System USA) 

TBA - WCW vs. nWo: World 
Tour (THQ) 

04- MK Mythologies: 
Subzero (Midway) 

11 - Madden 64 (EA Sports) 
11 - San Frandsco RUSH 
(Midway) 

14 - Duke Nukem 64 
(GT Interactive) 

15 - Robotron 64 (Midway) 
18 - Wayne Gretzky's 3D 
Hockey '98 (Midway) 

24 - Diddy Kong Radng 
(Nintendo/Rare) 

December 

01 - Bomberman 64 
(Nintendo/Hudson) 

20 - NBA In The Zone '98 

(Konami) 

Mth Quarter ‘B7 

TBA - Legion X (Hudson) 
TBA - Robotech: Crystal 
Dreams (Gametek) 

TBA - Space Station: Silicon 
Valley 

(BMG Entertainment/DMA) 

let Quarter ‘SB 

TBA - Bio Freaks (Midway) 
TBA - Body Harvest 
(Nintendo/DMA) 

TBA - Castlevania 64 
(Konami) 
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TBA - Legend of Zelda 64, The 

(Nintendo) 

TBA - NHL Breakaway '98 

(Acclaim) 

TBA - Tonic Trouble 

(Ubi Soft) 

TBA - Turok 2 (Acclaim) 

TBA - Virtual Chess 64 (Titus) 
TBA - WWF'98 (Acclaim) 

Spring ‘SB 

TBA - Earthworm Jim 3 

(Interplay) 

TBA - Forsaken (Acclaim) 

TBA - NBA Jam (Acclaim) 

January ‘SB 

TBA - Nagano Winter 
Olympics '98 (Konami) 

10 - Mystical Ninja 64 

(Konami) 

February ‘SB 

TBA - G.A.S.P (Konami) 

09 - Yoshi's Story (Nintendo) 

march ‘SB 

TBA - Conker's Quest (Rare) 
TBA - Freak Boy (Virgin) 

TBA - Quake 64 (Midway) 

16 - Banjo & Kazooie 
(Nintendo/Rare) 

30 - MLB Featuring Ken 
Griffey, Jr. (Nintendo/Angel) 

End Quarter ‘SB 

TBA - Hybrid Heaven (Konami) 
TBA - Superman: The 
Animated Series (Titus) 

1BB8 

TBA - Earthbound 64 (64DD) 
(Nintendo) 

TBA - FZero 64 (Nintendo) 

TBA - FIFA: Road to the World 
Cup '98 (EA Sports) 

TBA - GEX: Enter the Gecko 
(Midway/Crystal Dynamics) 

TBA - Magic: The Gathering 
(Acclaim) 

TBA - Mario Paint 64 (64DD) 
(Nintendo) 

TBA - Mortal Kombat 4 

(Midway) 

TBA - NBA Fast Break 

(Midway) 

TBA - Pilotwings 64 II 
(Nintendo/Paradigm) 

TBA - Quest for Camelot 

(Titus) 
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Hybriil Heaven 




O ne of the big surprises at the recent E3 show 
in Atlanta was a game called Hybrid Heaven 
by Konami. The game came from nowhere to 
take the crowds by storm and is looking like it might 
be the N64's answer to Resident Evil. Hybnd Heaven 
features a fresh mixture of combat, exploration and 
RPG elements. 

The new title graphically goes beyond almost 
any other game out there, and it truly shows what 
the Nintendo 64 can do. With its real-time full 3D 
polygons and state-of-the-art animation, Hybrid 
Heaven should set a new standard for graphics. 

The basic premise of the game is a futuristic 
plot with incredible settings, all of which can 
be controlled by you. The main character in 
Hybnd Heaven leaps, dives and battles his way 
through several brooding alien landscapes. There 
is also an unusual cast of characters that will 
help bring the amazing immersive world of 
Hybrid Heaven to life. 

This original game, which is being made 
exclusively for the Nintendo 64, is at present 
still in early development and is currently due 
to be released in the second quarter of 1998 
in the US. 

WeTl bring you more news as we get it 
on this potentially brilliant title. 



Uletrix? 



R nyone for another 3D puzzle game? Well, a Manchester based company. Zed Two, are 
certainly up for it and so are publishers Ocean. The game in question is called Wethx 
and sounds something similar to Tetris. Sporting an isometric view, Wetrix will spit out 
random 3D shapes onto a flat, square surface. The object of the game is (as always) rather 
simple - players must create (or open) channels of water 
and then evaporate it using balloons, that also fall onto 
the screen. The more water you dispose of, the more points 
you acquire. Zed Two has included the option of playing 
against a friend, the computer or both. In 
addition, there are so many different styles 
of gameplay that puzzle fans are sure to 
be satisfied. 

The game will initially be released for 
PC with a Nintendo 64 version following 
later in the year. 


A Evaporation is cool 



Here is a little bit of information on some recently announced third 
party titles in Japan. 

Harukanaru Augusta; Masters 18 T&E Soft 
This is a golf game featuring that famous Rugusta golf course. TEE 
has released preuious games in this series for Japanese PCs and 
most of the consoles. This time the game mill be compatible uiith 
the Rumble Pak. Rlso of interest is that it's a 128 megabit game and 
that it mill be out in December. 


Sunobo Kids Rtlus 

Here is Rtlus' first H64 game. "Sunobo" is a shortened mord for snomboard. This is the second snomboarding title to 
be announced for the H64 after TiuistedEdge SnowboardingUm Kemco. 


Snoiu Speeder 64 Imagineer 

Here me haue yet another snomboarding title. This means Snow Speeder 64\% the third snomboarding title for the 
Hintendo 64. Imagineer is planning to make the game compatible mith the Rumble Pak. 


Pro Baseball King 2 Imagineer/Genki 

Despite the game being heauily discounted across Japan, it must haue sold mell enough to marrant this sequel. 


Hashire Boku Ho Uma Culture Brain 

This mill be the first horse racing simulation for the H64. lUhen translated to English, the title means "Run. My Horse!" 


TBA - Sim City 64 (64DD) 
(Nintendo) 

TBA - Sim Copter 64 

(Maxis) 

TBA - Space Circus (Ocean) 
TBA - Turrican 64 (Factors) 
TBA - Ultra Soccer 

(Acclaim) 

Upcoming 

Here are some of the games 
that are due for release in 
the US within the next 
year. We just do not have a 
spedfic release date for 
them yet. They could all 
appear as early as Fall 1997 
or maybe even as late as 
Spring 1999. 

TBA - Actua Golf 
(Interplay) 

TBA - BuggieBoogie 
(Nintendo/Angel) 

TBA - Command and 
Conquer (Virgin) 

TBA - Creator (64DD) 
(Nintendo) 

TBA - Cruis'n World 
(Midway) 

TBA - Daikatana 64 (ION 
Storm) 

TBA - Dead Ahead 
(Optical Entertainment) 

TBA - Deadly Honor 
(TecMagik) 

TBA - Donkey Kong 
Country 64 (64DD) 
(Nintendo/Rare) 

TBA - Flights of the UN 
(Video System USA) 

TBA - Golgo 13 (Vic Tokai) 
TBA - Grand Prix Radng 
(Video System USA) 

TBA - Joust Epic (Midway) 
TBA - Kirby's Air Ride 
(Nintendo) 

TBA - Knife Edge (Kemco) 
TBA - Lode Runner 64 
(Big Bang) 

TBA - Paperboy 64 
(Mindscape) 

TBA - Rotor Gunner 
(TecMagik) 

TBA - Super Mario 64 II 
(64DD) (Nintendo) 

TBA - Super Mario RPG 2 
(64DD) (Nintendo) 

TBA - Twisted Edge 
Snowboarding (Kemco) 

TBA - Ultra Combat (GT 
Interactive) 

TBA - Ultra Descent 
(Interplay) 

TBA - Unreal (64DD) 

(GT Interactive/DMA) 

TBA - Wetrix 
(Ocean/Zed Two 
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All American NFL™ action 
in the most impressive 
game ever. The only 
game with all the teams, 
all the players and the 
official NFL™ license. 




>i<<!ainl 

TAKE IT TO THE EXTREME 




The NFL Quarterback Club is a trademark of the National Football League. Team names, nicknames, logos and other indicia are trademarks of the teams indicated. 
TM / © 1997 NFLP. The PLAYERS INC Logo is an official trademark of the National Football League Players. All Rights Reserved. Cover photography © Vincent 
Manniello, sports-Chrome-East/West. Developed by Iguana Entertainment. Nintendo 64 and the 3-D "N" logo are trademarks of Nintendo of America, Inc. © 1996 
Nintendo of America. All other trademarks are trademarks of Acclaim Entertainment, Inc. TM / & © 1997 Acclaim Entertainment, Inc. All rights reserved. 
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JapaneoB 

RalaasB 

DatBs 

Here are the latest 
release dates for the N64, 
in Japan. 

September 

5- J League Dynamite Soccer 
64 (Imagineer) 

18 - Jikkyou World Soccer 3 
[ISS64] (Konami) 

26 - Baku Bomberman 
(Hudson Soft) 

Fall 37 

TBA - Heiwa Pachinko World 
64 (Shouei System) 

TBA - Hiryu No Ken Twin 
(Culture Brain) 

TBA - Kiratto Kaiketsul 64 
Tanteidan (Imagineer) 

TBA - Morita Shogi 64 
(Seta) 

TBA - Pro Mahjong Kiwame 
64 (Athena) 

TBA - Rev Limit (Seta) 

TBA - Sim City 2000 
(Imagineer) 

TBA - Struggle Hard 
(Imagineer) 

October 

TBA - Hexen (Gamebank) 

24 - J League Eleven Beat 
1997 (Hudson Soft) 

30 - Puyo Puyo Sun 64 

(Compile) 

Oovember 

TBA - 64 Oozumo (BottomUp) 
TBA - Chameleon Twist 
(Japan System Supply) 

TBA - Yoshi's Story 

(Nintendo) 

December 

TBA - Hashire Boku No Uma 

(Culture Brain) 




I 


A 

All got so 
excited about it 
all that his head 
exploded! (lie) 


y oshi's Island is no more! Don't worry though, the project hasn't 
been canned, it's just been renamed. The game is now going to 
be called Yoshi's Story and as you can see from these brand new 
screenshots, it is shaping up to be the biggie in Japan over Christmas. Forget 3D worlds 
- get into the 2D world of Yoshi's Story and you'll love it! 

Fans of the original SNES game will be 'mad for it!' and be rather excited at the prospect of 
a 64-bit Yoshi adventure. More details as we get them. 


Glory 








There’s nothing funny 
about chess, especially 
when there are four big 
games on the go... 



O kay, so you've just bought the most powerful piece of kit on the face of 
the planet, with some of the coolest games known to man, but there is 
still something missing. What can it be? Oh yes, a good old game of chess. 
Yes that's right, Titus are releasing Virtual 
Chess 64 which includes 2D, 3D and multi-player 
modes and even something called a '3D cartoon 

battle mode' One of the screenshots here is JrJWaJV 

for a four player mode(?). We can't imagine 
how this can possibly work. 

Anyway the game will be released in the iff 

first quarter of 1998 in the US and probably i&_|QliL 
never in the UK. Oh well... mSfK MmS. 




TBA - Hyper Olympic in 
Nagano (Konami) 

TBA - Sonic Wings Assault 
(Video System/Paradigm) 

TBA - Super Robot Spirits 
(Banpresto) 

19 - Harukanaru Augusta: 
Masters '98 (T&E Soft) 

25 - Top Gear Rally (Kemco) 


mOKB 


E ven before the PlayStation version of Shiny's epic 
groundbreaking shoot-'em-up has hit the shelves, 
rumours abound that a new Nintendo 64 version is 
currently being worked on. MDK (Murder Death Kill) is 
set in the future and the game sees you having to rescue 
the Earth from the 'Stream-Riders' from Hell. 

i^C)K 64 would undoubtably be 
very different to the 
and 

should also include some 

L rather splendid 64-bit 

visuals. 


Hth Quarter B7 

TBA - Aero Gauge (ASQI) 
TBA - Dual Heroes (Hudson) 
TBA - Famista 64 (Namco) 
TBA - Kirby's Air Ride 

(Nintendo) 

TBA - Legend of Zelda 64 

(Nintendo) 

TBA - Legion X (Hudson) 
TBA - Macross: Another 
Dimension (Tomy) 
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nSN HEIUS UPDATE 


STOP PRESS 




O kay, we featured this as a First Look a couple of issues ago, but since then 
weVe had more information on the game and we just couldn't resist printing 
these new screenshots. Due to a poor reception at the E3, Lamborghini 64 
has been given an overhaul and judging by these shots, it was worth the 
trouble. It looks like the game will be running in the N64's high-res 
mode and the game mechanics have been tweaked a bit. We reckon 
that this may turn out to be one of the best racing games ever. Out 
soon - so expect a full review in the next couple of issues. 


Lu.LiiLlU-L'IiLiClil 

enters the 
home strafg 


lUhat's the 
Frequency Kenneth? 

m ore F-Zero screenshots for you to slobber over, you lucky little rugrats, you. Just imagine it, a world where you 
get to drive a fast hover car, win loads of money and marry some hot 'chick'. Wow, what an amazing game that 
would be. Well, that's the world of F-Zero and it could be yours... soon. 4rLr» 



TBA - Magic Century Eltale 
(Imagineer) 

TBA - Tamagotchi 64 
(Bandai/Nintendo) 

TBA - Toukon Road: Brave 
Spirits (Hudson Soft) 

TBA - Virtual Pro Wrestling: 
Ultra Battle Royale (Asmik) 

February 1398 

TBA - Wayne Gretzky's 3D 
Hockey (Gamebank/Midway) 

march 1993 

TBA - Mario Paint 64 
(64DD) (Nintendo) 

TBA - Mother 3 (64DD) 
(Nintendo) 

TBA - Pocket Monster 64 
(64DD) (Nintendo) 

TBA - Sim City 64 (64DD) 
(Nintendo) 

9pring ‘98 

TBA - Jungle Emperor Leo 

(Nintendo) 

1BBB 

TBA - Banjo & Kazooie 
(Nintendo/Rare) 

TBA - FZero 64 (Nintendo) 

Hustralian 

RBlBaae 

DatBS 

The latest release dates 
for the N64 in Australia. 

Rugust 

24 - NBA Hangtime 

(Nintendo/Midway) 

September 

TBA - Hexen (GT Interactive) 
TBA - Wayne Gretzky's 3D 
Hockey (Nintendo/Midway) 
12 - Star Fox 64: Lylat Wars 
w/ Rumble Pak (Nintendo) 

October 

TBA - Doom 64 
(GT Interactive/Midway) 

TBA - Goldeneye (Nintendo) 
TBA - Tetrisphere (Nintendo) 
TBA - War Gods 
(GT Interactive/Midway) 

Oovember 

TBA - Mischief Makers 

(Nintendo) 

TBA - MLB Featuring Ken 
Griffey Jr. (Nintendo) 

TBA - Robotron 64 

(GT Interactive/Midway) 

December 

TBA - Banjo & Kazooie 

(Nintendo) 

TBA - Duke Nukem 64 

(GT Interactive) 


TOTAL 64 volume one 
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TBA - MK Mythologies: 
SubZero 

(GT Interactive/Midway) 

TBA - Yoshi's Story (Nintendo) 

iith Quarter ‘B7 

TBA - Clay Fighter 63 1/3 

(Acclaim/Interplay) 

TBA - Dark Rift (Vic Tokai) 
TBA - ExtremeG (Acclaim) 
TBA - FI Pole Position 64 
(Ubi Soft) 

TBA - Mace: The Dark Age 
(GT Interactive/Midway) 

TBA - Mission: Impossible 

(Ocean) 

TBA - MultiRacing 
Championship (Ocean) 

TBA - Rumble Pak Super 
Mario 64 (Nintendo) 

TBA - Rumble Pak Wave 
Race 64 (Nintendo) 

TBA - San Francisco RUSH 
(GT Interactive/Midway) 

TBA - Top Gear Rally 
(Kemco) 

TBA - Wayne Gretzky's 3D 
Hockey '98 (Midway) 

TBA - WCW vs. NWO: World 
Tour (THQ) 

1st Quarter ‘98 

TBA - Body Harvest 
(Nintendo) 

TBA - Cruis'n World 

(Nintendo) 

TBA - Kirby's Air Ride 

(Nintendo) 

TBA - Quake 64 

(GT Interactive/Midway) 

January‘99 

TBA - Conker's Quest (Rare) 

June ‘98 

TBA - Zelda 64 (Nintendo) 

1999 

TBA - BuggieBoogie 

(Nintendo) 

TBA - Castlevania 64 

(Konami) 

TBA - FZero 64 (Nintendo) 

Unknoujn 

TBA - Attack! (GT Interactive) 

TBA - Bio Freaks 

(GT Interactive/Midway) 

TBA - Centipede X 
(GT Interactive/Midway) 

TBA - Mortal Kombat 4 
(GT Interactive/Midway) 

TBA - Mystical Ninja 64 
(Konami) 

TBA - Rebel Moon 
Revolution 
(GT Interactive) 

TBA - Robotech: Crystal 
Dreams (Gametek) 

TBA - Unreal 
(GT Interactive) 




rv- 


cT 


D etafts have emerged of Hudsonsoft's Dual Heroes that 
have suddenly made ft look like a very promising title. 

One of the most interesting elements revealed so far 
is the 'Virtual Gamer' concept - the computer controlled 
enemies will have some fixed patterns but even if you fight 
the same character twice in a row, his method of fighting 
will be totally different, 

Ba^cally, the player will be able to choose from a selection 
of virtual opponents. The fighters will all be controlled by 
computer gamers who have their own techniques and their 
favourite fighters. The end effect of all this is supposed to 
make playing the computer AI more fun and challenging, 
and more like competing against a second player. 

Graphically, there is still very little to show, and the two new characters 
still resemble highly stylised Mighty Morphing Power Rangers. Watch this 
space for more details 


R obotron 64 has been delayed once more, Leading to allegations that the game 
may not ever see the Light of day. The reason for this delay is one of quality - 
Midway simply feel that the game still needs improvement before it can hit the 
shelves. Robotron 64 was announced almost a year ago by Midway Home Entertainment, 
but the company surprisingly did not debut it at 
the big Electronic Entertainment Expo (E3) this 
past June. 

The developer. Player 1, showed the game at 
its own booth, but it's not usually a good sign 
when the publisher won't have the game appearing 
at its own stall. If the game does appear, then 
it will be in March or April 1998. 


A QMke pnmHtt !• be a tok mi scary game 
sa Make sare yea ylay It with the lights eat! 


Robotron BM 
’dead In the uiater’ 


Quake Delay 


R ecording to sources within the industry. Quake 64's US release date has been put 
back until the first quarter of '98. The reason for this is to include a much needec 
four player deathmatch option, without which the game would be at a serious 
disadvantage to its competitors - witness Goldeneye and Duke Nukem 64 with their 
excellent multi player modes. Whether or not this delay will affect the UK release 
remains to be seen but here are some new 
N64 screenshots for you all to get very 
excited about. 
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01993 844885 


THE MIMTEMDO SPECIALISTS 

FAST DELIVERY SERVICE 

Usually within 3 Working days on stock items 


9ani to Spin Mon-Thur, lOam to 7pni Fri & Sat 
Ham to 4pm Sun & Bank Hols 
OR FAX ORDERS TO 01993 840750 

POSTAGE FREE FOR UK 
ALL ITEMS GO 1ST CLASS 



NINTENDO & LYIAT WARS & RUMBLE PACK... 

NINTENDO & DOOM 64.^ 

NINTENDO & MARIO KART 64.£181.99 



■MllMWn. 


COLOURED OFFICIAL 
NINTENDO 64 
CONTROLLERS 

Available in blue, green, 
red, black and yellow 

@IMOf 

OR £22.99 FOR 2 OR MORE 


NINTENDO & INTERNATIONAL 
SUPERSTAR SOCCER 64 
NINTENDO & MARIO 


..£181.99 


..£181.99 


LYLAT WARS^ 
RUMBLE PACK 
(Starfox 64) 


NINTENDO & BLASTCORPS.£177.99 

M £2.IW off every imilroller, aiM £1.50 off evafy oam or g«to 
accessory bougM at the seme thne as your Nlntondo 64. 
PRICES INCLUDE FREE DELIVERY WITHIN 2 DAYS 
ALL MACHINES ARE FULLY GUARANTEED FOR ONE YEAR 

If your machine Is faulty ¥¥0 
will collect It from you and 
replace It free of charge 


LYLAT WARS OFFERS 

1) Buy an extra Rumble pack at the 

same time for fust 

2) Buy an official Nintendo Colourod 
controUor or Shari^ad Pro 64 ^ at the 

sanM time for just 

DOOM 64 OFFER 
Buy an Arcade Shark 
stick at the same time 
for just 
DOOM 64 



BLASTCORPS OFFER 
Buy a 1MB Momory card at the 
same time for just 
BLASTCORPS “ 





' Buy an official Nintendo 
Coloured controller or 
Shaiipad Pro 64^ pad at the 
same time for just 
NINTENDO 64 GAMES 

BLASTCORPS.M0?9 

BODY HARVEST....CALL 


CLAYFIGHTER 631/3... 

CRUISIN USA. 

DOOM.. 


...£49.99 


...CALL 


FIFA SOCCER 64 

GOLDEN EYE. 

HEXEN. 


...£48.99 


...£28.99 


...£50.99 


...£49.99 


INI SUPERSTAR SOCCER.£48.99 

KILLER INSTINCT GOLD.£45.99 

MARIO 64.£50.99 


MARIO KART 64.£50.99 

MARIO KART & OFFICIAL 

COLOUR CONTROLLER.£74.98 

MORTAL KOMBAT TRILOGY.£48.99 


NBA HANGTIME.£49.99 


PLAY GOLDEN EYE NOW! 

Buy a UNIVERSAL GAME 
ADAPTOR and play American 
games now. Just or 
~ If bought at the same 
time as any game. 


PILOT WINGS 64.£39.99 


SHADOWS OF THE EMPIRE... 


.£50.9 


LYLAT WARS 4 JOLT PACK.£48.99 

TUROK: DINOSAUR HUNTER.£48.9? 


TUROK 4 1MB MEMORY CARD.£59.99 

WAR GODS....CALL 

WAVERACE.£45.99 


WAVERACE 4 OFFICIAL COLOUR 
CONTROLLER... 


WAYNE GRETSKY... 


SHARKPAD PRO 64 

Enhanced controller with Auto- 
Fire and Slow motion functions 

©MOf 

OR £22.99 FOR 2 OR MORE 


ARCADE SHARK STICK 

Arcade - Style Joystick with Auto-fire 
and slow motion features plus memory 
card slot. Interchangabie Joystick 

©IMOf 





SUPERPAD 
64 PLUS 

Auto-fire and slow motion 
features and memory slot 


SUPERPAD 64 

Same shape pad as the Superpad 64 
Plus, but without the Auto-fire and 
slow motion features 

@[MLY £Moi)i 



ANALOGUE STEERING 
WHEEL WITH PEDALS 

8 Digital action buttonsplus 
8 way directional pad 
©INlOf £i?oii) 
or £55.99 if bought with any game. 


CABLES AND CARDS official Rumble Pack... 


Joypad extension cable... 


...E6.9! 


Official 256k Memory Card.£13.99 

Pair ot extension cables.£11.99 

Scart Cable - Improves picture 
and soundquality..C8.99 


N64 Cleaning Kit.£9-99 

Official Carry Case.£13.99 


Stereo AV Cable - 3 phono plugs 
vrith scart adapter.... 


S-VHS Cable - Gives better quality 
than a scart cable but requires SVHS 
compatible TV or Video.£8.99 


Official Deluxe Carry Case - Adjustable shoulder 
strap, can store the N64, 2 game controllers, 6 game 

cartridges and 6 memory packs.£25.99 

Official Control Pad Case.£11.99 

Universal game Adapter (UK/USA) - Doesn’t 
play Waverace or Startox.£19.99 


Scart Converter cable - Converts 

TV signal, to enable you to play a USA or 

Japanese machine .£24.99 

256kb Memory Card.£8.99 

1MB Memory Card.£11.99 

5MB Memory Card.£27.99 

MISCELLANEOUS 


N64 Gun... 


...£24.99 


XIreme F 


! Pack.£17.99 


Adapter (UK/USA) - Plays Starfox but 

not Waverace.£29.99 

Official Mario Karl 64 Players Guide.£7.99 

Official Mario 64 Players Guide. £9.99 

Official Turok Player Guide.£9.99 

Startox Game secrets.£9.99 

Game Killer 64 - Contains cheats for latest N64 
Games including Mario 64, Mario Kart 64, Wave 
Race. Cruisin USA, Pilot Wings & Shadows ol the 
Empire.£23.99 


US NINTENDO 64 

PUIS ANY GAME mSJW 


CLAYFIGHTER 631/3 
CONKERS QUEST. 


adaptor, a'^'cdmerter cable and delivery 

MISCHIEF MAKERS.£56.99 

MISSION IMPOSSIBLE.£57.99 

MK MYTHOLOGIES; SUB ZERO.£57.99 

.£57.99 MORTAL KOMBAT TRILOGY.£57.99 

MULTI-RACING CHAMP’SHIP.£57.99 

NBA HANGTIME.£54.99 

PILOT WINGS 64.£56.99 

QUAKE.£57.99 


BANJO-KAZOOIE.£56.99 

BODY HARVEST.£56.99 

BLASTCORP.£53.99 


£56.99 

CRMUSA"l!;”!"”””"””;»»;.i£57!99 

DIDDY KONES RACING.£56.99 

DARK RIFT.£54.99 

DOOM 64.£57. 


DOOM 64: ABOLITION.£57.99 

FI POLE POSITION.£57.99 

GOLDEN EYE 007.£56.99 

GRETSKY 98.£57.99 

HEXEN 64.£57.99 


ROBOTRON.£57.99 

SAN FRANCSICO RUSH .£57.99 

SHADOWS OF THE EMPIRE.£57.99 

STAR FOX 64 & JOLT PACK.£57.99 

TETRIS SPHERE.£57.99 


KILLER INSTINCT GOLD.. 


...£57.99 


TOP GEAR RALLY... 


...£57.99 


KEN GRIFFY, Jr. BASEBALL.£57.99 

INT. SUPERSTAR SOCCER 64.£57.99 

LAMBORGHINI 64.£57.99 

MACE: THE DARK AGE.£57.99 

MARIO 64.£57.99 


TUROK: DINASAUR HUNTER.£57.99 

TUROK & 1MB MEMORY CARD.£57.99 

WAR GODS.£57.99 

WAVERACE 64.£57.99 


WAYNE GRETZY.£57.99 

YOSHIS ISLAND.£56.99 


MARiO KART 64.£57.99 

GOLDEN EYE 

Buy a official rumble pack at (^(O 

V the same time for just fe, U u oSie 

N.B Golden Eye Is Rumble pack compatible 


SUPER NES GAMES 


We swop 


BATTLE CLASH . 

,...£17,99 

DONALD DUCK - MAUI MALLARD . 

DONKEY KONG COUNTRY 2 . 

QOfill^PY iNTRV a . 

,...£29.99 

....£29.99 

P39 M 

EMPIRE STRIKES BACK. 

F-ZERO . 

.,.£27 99 
....£17.99 

INI SUPERSTAR SOCCER DELUXE.. 
ji iMr;| F RfiDK . 

....£39.99 

....£28.99 

KILLER INSTINCT . 

...,£12.99 

KIRBY’S DREAM COURSE . 

....£19.99 

KIRPY’*^ . 

....C28.99 

KIRBY’S GHOST TRAP . 

....£21.99 

lAMPTrilCHlNI . 

....£32.99 

LION KING . 

....£28.99 

LOST VIKINGS 2 . 

....£28.99 

MARIO ALL STARS . 

. CALL 

MARVEL SUPER HEROES . 

MR DO . 

....£44.99 

....£19,99 

MS PACMAN . 

£27.99 

NRA HANifiTIMF . 


NHI Qft . 

. £39.99 

OSCAR . 

.£24.99 

PHANTOM 2040 . 

PILOT WINGS . 

.£17.99 

.£22.99 

PREHISTORIK MAN . 

. £16.99 

PRIMAL RAGE . 

. £17.99 

PRINCE OF PERSIA II . 

.£29.99 

realm . 

.£25.99 

RETURN OF THE JEDI . 

. £27.99 

CpCpCT nc FUFQUnRF 

W8M 

SUPER STREET FIGHTER . 

.CALL 

SUPER GHOULS & GHOSTS. 

. £23.99 


SUPER INTERNATIONAL CRICKET . £22.99 

SUPER MARIO KART . £24.99 

SUPER MARIO WORLD . £17.99 

SUPER METROID . £16.99 

SUPER PUNCH OUT . £19.99 




SUPER STAR WARS . £17.99 

SUPER SOCCER . CALL 

SUPER TENNIS . £16.99 




Please call for details 




TETRIS AHACK . £27.99 

TETRIS & DR MARIO . £21.99 

TIMONE & PUMBAA . £33.99 

TOY STORY . £44.99 


ULTIMATE MORTAL KOMBAT... 

VORTEX . 

WHIZZ... 


..£28.99 

. £18.99 

...£24.99 


WILLIAMS ARCADE GREATEST HITS . £27.99 

WINTERS GOLD.£27.99 

YOSHIS ISLAND.£23.99 

ZELDA . £18.99 


SUPER NES 
HARDWARE & ACCESSORIES 


OFFICIAL NINTENDO CONTROLLER.£12.99 

NINTENDO AV ADAPTOR . £12.99 

NINTENDO AV CABLE . £12.99 

ACTION PAD SN LOGIC 3 . £8.99 

SN PROPAD . £8.99 

SPRINT PAD SN LOGIC 3 . £8.99 

SCART CABLES . £8.99 


SUPER 16 CLEAR JOYPAD . £11.99 , 


Fxchanoe Dolicv on new goods - if you are unhappy with your goods for any reason, simply return them in perlect condition ^in 3 days of 

Ihe right to refi«e exchange V 

the item is not received back in F>ERFECT condition. ^ 


I- 

I NAME; 


ADDRESS: 


PRICE 


I 


I POSTCODE: . 

. 

I SIGNATURE: . 


CASH [m CHEQUE (Please allow 8 days for cheque clearance) EH POSTAL ORDER □ CRD □ ■ 

□□□□□□□□□□□□□□□□□□□□ srODDD ^=1* ODij 



£ 


£ 


£ 

Postage is tree lor all orders shipped within the U.K, P JL P 

Optional NEXT DAY DELIVERY available. £5.00 lor 1st item plus £1.00 ' Oir 
tor each subsequent item. Overseas postage £2.50 per soitvare Hem 

i—i _rn 

£ 



h 


I CARD NUMBER 


GAMEBOY GAMES, ^ 
HARDWARE AND ACCESSDRIES 


ALLEYWAY. 

...£11.99 

ASTEROIDS44ISS1LE COMMAND.... 

...£15.99 

BASEBALL . 

...£11.99 

casino . 

...£17.99 

DESERT STRIKE . 

...£15.99 

DONKEY KONG . 

...£15.99 

DONKEY KONG LAND . 

...£20.99 

DONKEY KONG LAND 2. 

...£24.99 

DRAGON HEART . 

...£16.99 

DR MARIO . 

PflOfl 

DUCK TALES . 

...£18.99 

FI RACE . 

....£11.99 

GOLF . 

....£11.99 

HUNCHBACK OF NOTREDAME 
(DISNEYS) . 

...£23.99 

JUNGLE BOOK . 

PlftOQ 

KIRBY’S BLOCKBALL 

PI 5.99 

KIRBY’S DREAMLAND . 

ni.99 

1 ifWJ KINfi . 

£18.99 

MARIO 4 YOSHI . 

.£9.99 

MARIOS PICROSS. 

....£16.99 

MICRO MACHINES. 

....£15.99 

MICRO MACHINES 2 . 

.CALL 

MOLE MANIA.. 

....£16.99 


NIGEL MANSEL. 

PINBALL FANTASIES. 

PINBALL DELUXE . 

.£14.99 

.£17.99 

.£17.99 

PRIMAL RAGE. 

RETURN OF THE JEDI . 

.£13.99 

.£16.99 

SOCCER . 

.£12.99 

.RTAR WARR 

P1R99 

STREET RACER . 

.£19.99 

SUPER MARIOLANO 1. 

.£16.99 

TARZAN 

.£15.99 

TENNIS __ 

.£11.99 

TETRIS . 

.£11.99 

TETRIS 2 ... 

.£17.99 

TETRIS AnACK. 

_£16.99 

TETRI'! PI 

pi&as 

TRACK & FELD... 

......117.99 

WAVERACE. 

.£8.99 

GAMEBOY DOUBLE PACKS 


DONKEY KONG & D’KONGLAND. 

. £30.99 

TETRIS & TETRIS 2 . 

P2*iM 

WARIO BLAST &WARIO LAND. 

.£29.99 

SUPER MARIO LAND 1 & 2. 

.£29.99 



■ PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE. || 

■ CHEQUES PAYABLE TO: EXCITEMENT DIRECT, 1ST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD, CARTERTON, OXON 0X18 3XZ "a 


I Inevitably some items may not yet be available. 
I Prices correct at time of going to press. E & OE 


phone to check availability. 


3 II 


A¥AIIABI£IM rmOW, 60^ SILVER, BLACK. SEDJUID tim 

COLOUR GAMEBOY POCKETS 

THEY’RE SUMMER, UBKTER, BUT THE SCREEN IS AS BIG 
AS THE ORIGINAL GAME BOY SCREEN, AND fTS EVEN BRIGHTin, 

BLACK GAMEBOY & GOLF TETRIS & CARRY BAG . £43.99 

BATTERY PACK .£8.99 MAN UTD GAMEBOY & SOCCER .. .42.99 

HANDY CAR PLUG PLUS.9.99 POWER SURKY UNIT.£8.99 

LINK LEADS.£8.99 SUPER GAMEBOY & PLAYERS GUIDE 

RED GAMEBOY & KILLER INSTINCT . .39.99 SUPER ZOOM - MAGNIFIER 
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H bumper First Looks this month Featuring one oF 
the most eageriy anticipated tities this year — 
Rare’s Banja anti KazaalB. Pius, our best Friend 
Bamberman makes a ujelcome return to flintendo. 


/ 




Bahjo C Kazooie 

Banja G Kazaale, the potential Blarla beater, 
is noLJ Luell into its development. Let’s take a 
peek at just exactly uihat me can expect... 


B y now most of you will have heard at least something about Rare's 
answer to Mono, if not you had better take your head out of the 
sand and take a good look at what could be one of the biggest 
games of next year. 

Banjo & Kazooie features two all new characters: Banjo (who is a bear) 
and Kazooie (who is a parrot of some kind), who both work together in 
this new platform game - which at first glance seems to borrow more than 
a few ideas from our Italian chum. 

Kazooie, the parrot type thing, sits in Banjo's backpack and together 
they can perform various different moves and 

^ attacks. The obvious jumping attack is present 
as usual, but other moves - none of which have 
been seen before - include Kazooie's beak attack 
and an extra long super jump which incorporates 
Kazooie's wings. Another new feature involves 







STOP PREBB FIRBT LOOK BTOP PREBB 


:£irs'fe 3rook](a 



TOTAL 64 volume 
ISSUE EIGHT 


▼ You piimarily haue control ouer Banjo the 


▼ Just look at it! The detail in the graphics 
goes beyond anything Mario 64 had to offer 


A Banjo and his pal will need every one of their 
special moves to get past bad guys like this! 


bear. He keeps Kazooie safe in his backpack 


Kazooie further apart from comparisons with 
Mario 64. 

The biggest asset in Banjo & Kazooie though, 
must surely be the incredible backgrounds, which 
feature extremely detailed textures and are far 
more impressive than anything seen in Mario. 
This alone is bound to be a big selling point 
when B&K finally hits the shelves, sometime 
next year, and hopefully the gameplay will be 
up to scratch too - it would be 
unlike Rare to disappoint. 

Unfortunately Banjo & 

Kazooie has been put back 
a couple of months due ^ 

to another surprise game release 
from Rare - Diddy 
Kong's Racing. 

Funnily enough 0 

though. Banjo 4 

will be making a 0 

cameo appearance in ' ^ 

this game too! This is one 

bear who we think is going 

to go far! BM 


T Strong character design 
is becoming a hallmark of 
Hare's games 


the pair being transformed into other creatures: 
for example, one level sees the duo morphing 
into an ant, a tiny form which makes previously 
inaccessible areas available for exploration. This 
key feature adds a problem solving element to 
the proceedings, and should help to set Banjo & 







STOP PRESS FIRST LOOK STOP PRESS 


a first -took ! 



TOTAL 6V volume one 
ISSUE EIGHT 


NK MYTHOLOGIES:SUB ZERO 


Bub Zero, arguably the moat popular 
character in the mortal KambatB^vX^B, 
baa aplit From the reat oP the pack. Can 
thia popular beat'^em^up character 
aurvive on bio oujn merita? 


1 ' TVil' ^ A^yf/jo/o^'/es sees Sub Zero, that most 
] I VI ; popular of hard-men from the Mortal 
[jLjSi /Combot series, strike out on his own. 
The interesting result is not quite what you might 
be expecting - instead of the usual one-on-one 
beat-'em-up. Sub Zero has moved gameplay on 
a step further and now stars in his first very own 
scrolling beat-'em-up. With the same familiar 
digitised characters and backgrounds, this new 
title looks as though it could be shaping up to 
be a bit special. 

The story goes something a little like this: 
the god of thunder, otherwise known as Raiden, 
has hidden an amulet deep in the mountains of 
China so that its great powers cannot be used 
by others. Scorpion, Sub Zero's arch enemy, has 
found out the location of the amulet and now 
he plans to retrieve the amulet, wreak havoc on 
Sub Zero and take the rest of the world with him. 
Thus it is up to you, as Sub Zero, to put a stop 
to Scorpion's evil plans - it all seems a bit far 
fetched if you ask me, but still, what's a game 


without an over # 

elaborate plot? • 

Fans of Sub ‘ 

Zero's special moves , 

certainly need not be ^ - 

disappointed, as MK - ^ - - - 

Mythologies includes all of his 
original moves and combo's - the 
game might even add a few more in, just for 
good measure. 

Unusually though, you will have to earn these 
attacks, with skillful play being rewarded by bonus 
special moves. This feature sounds fairly original 
and hopefully the creators of MK Mythologies will 
add more ideas like this to inject variety and 


even more 
‘ innovation into 
the final game. Rest 
assured, you lucky 
readers will be the 
first to find out, just 
as soon as we get 
our hands on a copy f 
Mortal Kombat's 
latest spin off. BH I 
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lUith SO many games making use ^ 
oP the Pour jaypad ports on the 
HBM, can Bamberman still hang on 
to his multiplayer croum? 


BOMBERMAH 64 


0 ! ur little friend, Bomberman, is due to 
' make his debut on the Nintendo 64 in 

_i the next couple of months, so the Total 

64 crew have decided to investigate this little 
gem a bit more thoroughly. 

Bombermon on the big black 64 bit machine 
will appear very different than the classic gammr 
hero, as the cute little giiy. ^5w appears in fi.L 
3D. At the moment it is ver. ^^cul^ speculi^ 
how Bomberman will maK<^"his jump as 

we've always known him as ?. 2u character. 
However, Hudsonsoft, inventors of the Bomberman 
series, will no doubt have a few neat tricks and 
surprises up their sleeves, and are unlikely to 


y|/"//ir4\XX 


release their most popular character into a game 
that doesn't suit him. 

The original Bomberman is widely regarded 
as one of tf^best multiplayer games in existence, 
so it will ce-tainly be received with open arms 
or’"^Ninte;'d^i4 - the home of some of the 
besi mi tiplayer games so far. 

Otou can expect Bombern in to have .earnt 
many great new moves and ar.#:'KS since '^is last 
arrearance o*'? Nircendo corsW^Ind I'm sure 
you ! see m.pu.'.ir ;' oF some specifically 3D ■ 
moves whi^ 'vc^d previously have been totally - 
imr ^ii^c ie to perform. 

In the one player mode on earlier editions 
of Bomberman some of the bosses featured were 
quite unique and very difficult to beat with only 
a little firepower. Imagine some of those nasty 
bosses in glorious 3D and you'll have a good idea 
of what to expect from Bomberman 64. 

As further good news, Hudsonsoft have also 
announced that a multitap facility may become 
available, allowing up to eight (and possibly even 
a ridiculous ten) players to participate at any 
one time. 

Stay tuned for more details, and possibly even 

a review of the title, in the _ 

next month or two. Q;4 ' _ ' ' • •T* 


m 




In the one player story mode you ujill be 
expected to solue many brain teasing puzzles 
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SILICON UALLEY 



lUelcame to the Silicon Valley 

luhere robot animalo diuBll... 

Ulhethar you uiant a lion on 

ujheBis or a llama uilBlding a 

cbainaauj, this ^^ ^ 

is thB right : J 

placB For thB K 

latBst dosB oF 

lUBird, quirky 

ilBH FUn. 



u . ^ 






I n S/V/co/? Valley players will take 
control of a small robot, who's 
been sent off to a space station 
that had previously been home to a crew 
of Nanobots. Nanobots are robots in the 
form of animals, and were created as an 
experiment in artificial evolution. These 
Nanobots could in fact pass down their 
personal knowledge and habits to future 
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_ 

robot generations. Due to this 
incredible phenomenon, the 
creatures evolved into many 
different forms, which kept on 
changing as time moved on... 
The game will feature over 40 
of these monstrosities, including 
foxes with rockets, four wheel 


drive lions, armour piercing turtles and 
some of the weirdest things you can 
imagine. And we mean really weird. 
The object of the game is to learn to 
cope with each new environment, such 
^ as the Arctic, desert and underwater. 
To do this your character must learn 
^ the characteristics of each Nanobot to 
\ 1 survive - after all, the Nanobots have 

f generations of experience! If your robot 
can then defeat one of these bizarre 
creatures, it will be able to keep that 
^ creature's super powers. 

. DMA, the creators of Silicon Valley, have 
5 been working on this title for absolute 
^ eons and it seems that they are trying 
’ to incorporate many different styles 

of play - hopefully for them and for 
us this bold move will pay off. 

It would appear that this promising game 
defies definition: is it an adventure game, is 
it a strategy game or is it a driving game? We 
think only time will tell. Sadly we'll have to 
wait a while to find out though - Silicon Volley 
isn't due for release until early next year, but 
expect it to be something a bit special by the 
time it does eventually arrive. 
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CHRHELEOH TUfIST 
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HavB you ever luondBrBd uihat it luauld 
bB likB to bB a luanky ayad chamBiBon. 
Bcampariny around and aatiny HIbb with 
a Bticky tonyuB? Fin, naitbar bavB wbI 


’ The Chameleon eats his enemies 
and then spits them out. How gross! 


^ Just look at those scaig mosquitoes, if they 
catch up with you, they'll suck you dry... 


his is certainly a rather 
unusual one. In fact it 
must surely go down as 
one of the weirdest game characters 
of all time. Yes, you get to play the 
part of a chameleon, which is not 
that unusual you might think... 
What is unusual, however, is the 
chameleon's form of attack - an 
exceedingly long tongue. 

The chameleon's tongue can be 
used in three different ways; in 
the main attack mode the character 
will whip out its sticky tongue and 
lasso opponents with it. This can 
either crush them dead, or even 
suck the enemies in and then spit 
them out at other foes. 

For his second attack the chameleon 
can straighten out his tongue and 
bash the enemies with it agd this 
can also be used to vault acroir fl^m 


poles: the chameleon can then pull himself 
over to the poles to reach new areas. 

Once again this looks very similar to Mario 
64 in terms of graphical style, but no one could 
possibly say that Chameleon Twist hasn't tried 
to be different with this unique attack mode. 

The final game will feature the usual story 
mode, in which your character will attempt to 
complete each level. Perhaps more interesting 
is the four player split screen battle mode - 
quite what this will entail is a mystery, but as 
we all know, multiplayer games can often be 
the most fun. 

Chameleon Twist certainly seems to be coming 
along quite nicely and when it's released will 
definitely be an interesting title - if nothing 
else. If all goes to plan Chameleon Twist is due 
for a November release in Japan, with Total 
64 giving the lowdown as soon as possible 
after this date. Ipu'd better start licking your 
lips H^nticipatn 


platform to |3|^forr]^|he thillj u^ 
s^s the’tiharacter flicking hifmg 
tipt^ue o uTl^nd grabbii»^ nearby 






















The Future: man haa turned tiie home planet into an 
uninhabitable ujastel^d. The environment haa became 
BO polluted that no IIFe can exiat there. So ujhat 
doea he do? Builda apnem home th apace and turna 
the Earth into one maaeive race track. UJelcome to 
the ujorld oF Extreme B. 
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H sk any PlayStation owner what 
their favourite racing game is 
and nine out of ten of them 
would answer 'Wipeout 2097!' 
I have to admit it, Wipeout was 
I one of the best reasons to buy Sony's 

I grey box: the fast, adrenaline pumping 

action was only matched by the game's 
1 inspired soundtrack. This combination 

j led to a fantastically addictive racing 

' game, which is so far second to none. 

I Okay, so it was not exactly original, 

all you SNES owners out there will most 
probably remember the excellent F-Zero 
from the early days of SNES gaming and 
Wipeout was very similar to it in many 
respects. The speed boosts on the track, 
the weapon power ups - we had seen 
it all before. But Wipeout took it onto 
another level, a level of sheer graphical 
» brilliance never before witnessed in a 

racing game. The race tracks twisted and 




▲ The first course sees you race through 
a desert that was once the home of an 
ancient tribe. Here your bike rushes on 
through the mouth of a gigantic stone 
idol. Expect to pick up many power ups 
inside the winding tunnels up ahead 


turned at a frightening rate, your craft 
rocketed up and down huge hills, through 
narrow tunnels lit by neon lighting and 
jumped huge chasms. Sounds exciting? 
Well you should be excited because the 
N64 is just about to get its very own 
'future racer' and we reckon it's going to 
be better than WipeouV. 

Extreme G is set in a distant future, 
where man no longer lives on the Earth 
due to some sort of pollution disaster. 
Luckily for us all, mankind foresaw this 
catastrophe and so built himself a nice 
little satellite planet in outer space. He 
left the Earth just in the nick of time 
and colonised the satellite. But there was 
nothing to do in his new home, so to 
entertain himself man next invented the 
Extreme G tournament: a combination 
of virtual reality, remote control bikes 
and real-time racing. Thus the Earth still 
existed, devoid of all life, and man saw 
this as an ideal location for the 
new sport. And so the Extreme 
G tournament began... 

The action takes place over 
four 'worlds', each containing 
three courses. But the tracks 
are no ordinary affairs; with the 
storyline as it is, the designers 
have been allowed to run riot 
with their imaginations and 
come up with some of the most 


dynamic race tracks yet seen in a video 
game. Imagine the fastest rollercoaster 
that you can, then multiply the speed 
by ten and you would have some idea 
of the sheer speed and direction that 
the courses take. The tracks twist and 
turn, corkscrew and even loop the loop, 
all at breakneck speed. How fast are 
we talking about? Well, it even beats 
Wipeout in that department. 

Not only that, but there is a marked 
graphical improvement over Wipeout too 
(as you would probably expect from an 
N64 game). The tracks go off for miles 
into the distance, before eventually being 
swallowed up in a toxic fog. This gives 
you plenty of time to prepare yourself 
for the oncoming onslaught of twists 
and turns. 

It has to be said that the excessive 
speed in this title can work against you, 
especially if you manage to pick up one 
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of the Flame Exhaust power ups and 
use it in one of the particularly twisty 
sections. Put it this way - you'll soon be 
crashing into the walls! 

The tracks range from mine shafts 
to abandoned water pipes and graffiti 
stricken cityscapes. Several of the dozen 
tracks include underwater passages. 



areas that are showered with sparks, and 
pools of lava, all supposedly highlighting 
the Nintendo 64's hardware capabilities. 
Courses are also laden with obstacles 
like broken bridges, falling boulders, 
sandstorms and lava, among others. 

The vehicles that you race in are, in 
fact, bikes and not some sort of hover 
car that you might expect from this type 
of game. There are six bikes on offer (to 
begin with) and each is equipped with 
one of three possible fixed weapons: 
Laser Cannon, Excel Cannon and Pulse 
Cannon. All of the bikes have varying 
attributes: some bikes are fast but low 
on armour while others will have good 
acceleration but poor handling. The idea 
is that there are some bikes which are 
more suited to some of the courses than 
others, and vice versa. 


The computer controlled bikes have 
extremely good AI and will battle you 
rather than just try to get past. They 
are also very accurate when it comes 
to firing rockets straight at you. Ooh, 
you little... 

You can choose from a massive eight 
different viewpoints for your racer, the 
most hair-raising of these being the 
lowest ones. The camera is completely 
independent of the bike and changes 
dramatically when you speed up or drive 
down a huge drop. 

One of the greatest things about 
Wipeout was the game's soundtrack and 
although the N64 cannot claim to be 
able to match the PlayStation in terms 
of musical capabilities. Acclaim seem 
to be going to great lengths to get it 
right. Rather than go for the obvious 



To help (and hinder) you on your quest for biking domination, there are power ups all over the track. To pick up 
a weapon just drive right through its icon - just like in Mono Kart, Some power ups have their drawbacks 
as well: for example, heavy weapons will slow you down. Here's a run-down of what's going to be on offer... 


Flame Exhaust 


Invincibility Invulnerability 


Laser Limpet 
Mine 


Morning Star 


Mortar Rocket 


Multi Needle 
Missiles 






Phosphor Flare 


Power Shield Proximity Mine 


Rear Firing 
Rockets 


Shield 

Recharge 


Standard 

Rocket 


Ulally Ufarp 
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EXTREmE G 






techno soundtrack, it now Looks Like the 
music for Extreme G wiLL take a quite 
different form - possibLy hip hop or 
even cLassicaL, but no concrete decision 
has been made yet. 

One thing to Look forward to is the 
wide range of options. In one pLayer 
you can choose aLL of the traditionaL 
options such as Tournament and Time 
TriaLs, but there is aLso something eLse 
caLLed 'Shoot-'em-up'. Here the other 
racers have aLL been repLaced by drones 
and you have to try and destroy as many 
of these as you can in three Laps using 
your fixed weapon and the power ups 
you coLLect on the way. 

PossibLy the best feature in Extreme 
G is the muLtipLayer option. You can 
choose from Head to Head racing, Cup, 
BattLe Mode, FLag Game and aLso a two 
pLayer tournament. This makes the game 




"7 A.f- 


as good as - if not better than - Mario 
Kart 64, especiaLLy on the four pLayer 
battLe track, where the object of the 
game is to bLow your opponents off 
the track with the various power ups 
on offer. 

Extreme G is getting very cLose to 
compLetion, with its reLease date set for 
November for both the US and European 
versions. But so far there are stiLL a 
few things which need to be sorted out. 
The four pLayer mode is not quite up to 
speed yet and to remedy this it Looks 
Like the programmers wiLL have to cut 
down on the sounds used and restrict 


the view avaiLabLe to each of the pLayers 
on this mode. Apart from these hitches. 
Extreme G is Looking Like it might be 
a bit speciaL and the Total 64 crew are 
aLready getting over excited about the 
prospect of four pLayer madness. 

However, Extreme G has not got the 
'futuristic racer' market to itseLf, with 
F-Zero 64 just around the corner (so to 
speak) - it is Looking at some pretty 
stiff competition from the Big N. 

It is ironic that the game that first 
inspired Extreme G - Wipeout on the 
PLayStation - was itseLf inspired by the 
originaL F-Zero on the SNES. We'LL just 
have to wait and see which wiLL turn 
out to be the better game, but for now 
you can be sure that Extreme G is very 
high on our most wanted List of N64 
games this Christmas. Look out for our 
fuLL review next issue, 
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| reniembe^,the d^pback^Wheif H6/e Position first appeared in the-arcade, 
feJitiLring stataVflTthe blocky graphics and amazing beeps for sound. 

It^aUg ^^tur^ a stunning scrolling background which made you believe 
*you we^^teally* there. Well,/almost. It was the centre of attention in 
arcades^ up|pd'down the country, as it was like nothing we'd ever seen 
before.'At^rLw^ the fulprits for the original game and, all jokirfg ^^ide, it 
was a hu^e success. ^ ^ ‘ ' 

What attracted most players to this arcade machine was the fact that it was 
one of the first games to include a sit down cabinet, whicJ:^ w^ particularly 
useful to rest your leg^ in when you'd run out of money. The popularity of 
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this game may have i been the trigger 
to what is now easi» one of the most 
common game styles!around, spawning 
hundreds of arcade jand home racing 
games. If this gamejwas compared to 
some of today's racejjs it would be well 
and truly sniggered |nd jeered at, but 
the cold truth is that} without it we may 
never have witneumj the mind blowing 
driving games that aj-e now available. 

All of this, howfifer, has nothing to 
do with FI Pole Posg^on, but I just got 


a bit nostalgic at the mention of that 
old name. However, it has everything 
to do with racing at breakneck speed 
around sixteen of the toughest tracks 
known to man. Surely such craziness is 
only for complete and utter maniacs, who 
risk life and limb in the fastest sport 
known to man, but that's what makes it 
so good, isn't it? The best thing of all 
though is that you can do it all from the 
safety of your armchair, so climb into the 
cockpit and prepare yourself to race up 
against all the other world class drivers. 
3...2...1 Go! Go! Go! 

Prepare to 
qualiPy 

Since the distinctly average Japanese 
version it seems that FI Pole Position is 
having a bit of makeover. Whether this 
is all due to a poor response from the 


public is a bit of a mystery, but it can 
only be good news for those of us who 
happen to live outside of Japan. 

Hopefully, if our luck is in, the new 
version will pick up on the downfalls of 
the original, such as the pop-up and the 
dodgy corners. The Nintendo 64 has still 
not made its mark in the racing game 
arena, and a first class driving game is 
desperately needed. A really good driving 
game can sell a console merely on its 
own merits - look at Sega Rally on the 
Saturn for instance. 

Anyway, let's take a look at what we 
can expect from this update: First of 
all, the main thing that hits you is that 
FI Pole Position now features full FI 
licensing, which would have been a vast 
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FI POLE POSITIOn BM 




to ensure that the graphics are much 
improved over the original - which we 
all know had terrible pop-up - and also 
that the frame rate is a lot higher. The 
collision detection in the original was 
also fairly shoddy, but the programmers 
noticed flaw this and agreed that this 
area needed a little attention too. By 
making the walls low and keeping the 
tracks fairly simple, Ubi Soft hope to 
overcome the slow down that can mar 
some racing games. The creators of the 
game also boast that the tracks have 
been recreated from videotape footage 
of the real thing, which should create 
a very realistic experience. 

There will be three modes of play in 
FI Pole Position: these include World 
Grand Prix mode. Battle mode and the 
Time Attack mode. The World Grand Prix 
is an obvious one - challenge all 22 of 
the other racers on every track of the 
championship. The first six players in 
each race receives points which reflect 
their final position, the overall winner 
is the driver with the most points after 
all 16 tracks have been raced. 

The second option. Battle mode, is 
slightly different in the fact that you get 
to choose who your opponents are, as 
few or as many as you wish. This means 
that you can challenge any driver in a 
one on one race to the finish, over a 
single lap or anything up trrten laps..^ . 
Weather 


a HHiB ) improvement in itself. Now 
we will no longer have to put 
up with silly names such as H. 
Dill and S. Moomacker, as we 
can have the real thing - how 
are you expected to take a game 
seriously with names like those in 
^ it? We can also say goodbye to the 
made up advertising hoardings such as 
'Morobare', 'Shed Blood' and 'Conan' which 
will hopefully give FI Pole Position a 
more realistic edge. 

These two new features will add to 
the realism and will hopefully create a 
far more serious racing game, that is 
bound to be appreciated by fans of the 
sport. With any luck this serious streak 
might reflect in the gameplay: Human 
Grand Prix had more of an arcade feel, 
which was fun for a while but didn't do 
itself any favours at all in the lastability 
department. Formula 1 on the PlayStation 
included the option to choose between 
arcade style or simulation style, and 
while most people enjoyed the 
mode it 
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up, SO as not to hinder their chances, 
while budding car mechanics won't be 
satisfied with the easy option. 


T!ie tiome 
straight 


One of the most annoying things about 
the original Human Grand Prix was the 
terrible commentary. The commentator 
only had about ten different phrases 
and the actual situation you were in at 
the time was rarely, if ever, reflected in 
the comment. For example, whilst you 
pelted down the home straight at full 
speed the commentator would suddenly 
pipe up and say ^You're slowing down!' 

- which was totally unfitting for that 
point in the game. 

Another minor niggle was that the 
commentator's voice was very muffled 
and at times it sounded like a good hard 
blow of his nose wouldn't go amiss... 
What FI Pole Position really needs is a 
gcKEJ commentary: Murray Walker himself 
did the voice over on the PlayStation 
game, F^mula 1, and it was an excellent 
atmffiphere builder. If only UbiSoft can 
sW a cQmnwntary of this'qnaiity. I'm 
sure it would be the icing on the cake. 

FI Pole Position will be released in 
the US in.fktQher and in Europe some 
time during October. With the gamc% 
programmers adding the final touches 
^ the moment, this could turn out to 
be a bit apeaai by the time it's released. 
At the moment this is one of tlie dieas 
that the Plantation still reigns supreme 

- hopefully witfatn the next couple of. 
months this will ail turn around ; 

Pole Position-is finally unleash^ | 

■ its Umed. up freshly polished glory tl 
public. The full TotIi 
64 revie<A||H|||fe coming very igon 

- check i 




demons, this option should be a clear 
favourite. Basically it just your usual 
'mce around the track in the fastest time 
possible' scenario. 

Another nice feature in FI is that alt 
of the cars will be fully customisable - 
everything from tyres, steering, the fet 
consumption and even the extent of 
which is done in the pits can be 
jhangdd For the true FI fan this is a 
come true and obsessu^^ of the 
sport can spend hours, tinkering away 
trying to fincHthat uttimate car that can 
give the best performance. Novices wdll 
be best advised to go for the normal st 


f Schumacher watches in horror as 
Uilleneuue screeches past him and off 
into the lead - what will his mum say 
when he goes home for tea tonight? 
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lUoiu! Ht last, a beat-'am-up luhich might just bs able 
to compstB ujith the excellent Fighting games on a 
certain other console — mhich me mon’t mentioni 







y es, yes, I know we covered this one in our First Looks last month, 
but since then weVe managed to get our grubby little hands on 
an early version of this promising beat-'em-up. This is the one 
all of us in the Total 64 office have been looking forward to - a 
beat-'em-up that at last might compare to other fighting games 
seen on lesser consoles. 

The Nintendo 64 is desperate for a decent beat-'em-up and so far all but 
one has been very poor. Dark Rift was the only exception to the rule and 
even though this was a good effort, it still wasn't up to the required 
standard. Fortunately it looks like things are finally turning around, due 
to the arrival of Mace: The Dark Age. 

First impressions of Mace are very favourable indeed, and although we 
have only played an unfinished version, all the characters in the game are selectable, 
apart from the boss. There are fourteen fighters in the game and, as far as we can 

work out, only one big boss. These include 
the usual weaker characters who have very 
fast attacks, and the very strong characters 
who are about as fast at a snail stuck in 
glue. The fighters are all brilliantly drawn 
and move quite convincingly, which adds a 
lot to the overall game - all the characters 
move and play differently from one another. 
There are three female characters - all of 
which are very agile and can string together 
a number of fast combos. Out of the male 
characters, five are huge, which means their 
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speed suffers considerably and combos 
aren't as easy to pull off. The remaining 
characters are average sized and are 
probably the wisest choice for a beginner. 


Let the battle 
commence! 


Each character has a weapon at their 
disposal, which causes a big trace of 






colour when used - similar to the effect 
seen in Soul Blade on the PlayStation. 
This effect looks particularly good when 
a combo is used, as there is a mass of 
light shining out from your weapon. The 
majority of weapons are all just various 
types of sword, yet some of the game's 
characters are a bit more adventurous 
and use something a bit more original. 
The most interesting of all though has 
to be War Mech, who sits in his giant 
mechanical suit (which seems to be made 
up entirely from barrels) and also comes 
equipped with a giant hammer that 


can crush his enemies. As 
you might expect. War 
Mech is by far the 
strongest fighter 
simply due to 
the sheer size 
and weight of 
his frame. 


Midway have certainly come up with 
some interesting new ideas for their new 
fighting game but the most noticeable 
feature of Mace has to be the amazing 
backgrounds. The amount of work and 
detail that has gone into this area is 
phenomenal. These backgrounds include 
a castle battleground, a palace of some 
kind, a church area complete with an 
altar and lots more, with the possibility 
of further additions before Mace's final 
release. Some of the backgrounds are 
huge and seem to stretch for a long way 
into the distance, all of them are 
quite unlike anything 
we've seen before. 
They even make 
use of things 
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A Ginger beards are 
not my idea of perfect 


as steps, jetties and platforms, which 
affect the player's height, giving them 
a slight advantage in battle. 

One of the greatest things about the 
backgrounds is that because of their 
size, players aren't always placed in the 
same position at the start of a bout - 
giving the feeling that there are more 
backgrounds than there actually are. In 
addition certain stages have items such 
as pots, altars and urns placed in various 
spots - these can all be picked up and 
viciously thrown at your opponent, with 
devastating effect. 

During the game, if these obstacles 
or part of the background are obscuring 
your view, the object in question will 


become transparent, enabling the player 
to still see what's going on. 

Another bonus is that several of the 
stages feature water. Harmless enough 
you might think, but if your character 
takes a quick plunge into this water their 
energy will decrease dramatically. 

The water isn't the only part of the 
background that can have a debilitating 
effect; spikes, acid and pits are also 
scattered around some areas. Take the 
executioner's stage for example - this 
features a torture room with revolving 
spikes and swinging blades: walk into 
one of these and expect to be severely 
punished. I'm sure that some of these 
obstacles may be used in end of stage 
fatalities, as we first saw in the Mortal 
Kombat series. 

While we're still on the subject of 
fatalities and Mortal Kombat, it's also 
worth mentioning that each of Mace's 
characters in the full version will have 
a special move to perform at the end 
of the stage to finish off the opposition. 
Unfortunately we can't comment on any 
of these moves yet... because no one 
in the office has managed to pull off a 
single one of the fatalities. Not even 
by accident. 

Graphically Mace must surely contend 
for the best looking beat-'em-up on a 
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At the present time, 
all that Mace has to 
compete with on the 
Nintendo 64 is a very 
poor Mortal Kombat 
effort, a pretty average 
Killer Instinct Gold, the 
average War Gods and 
the fairly good Dark Rift, 
which on the whole are 
a poor crop at best. It 
is the one area where 


home console: the work that's gone into 
the make up of the characters and the 
big backgrounds is obvious. Midway, the 
developers of the game, must have spent 
a long time working on the appearance 
of the game, and as a result they have 
achieved some stunning effects. 

The war haa 
begun! 

Now everybody knows that when any 
fighting game is released nowadays, they 
are more than likely to be compared to 
either Tekken 2 or Virtua Fighter 3. This 
may seem unfair, but the fact of the 
matter is that these two games are still 
landmark titles and it is \;'ery difficult 
not to judge any newcomers against such 
classics. When the full version of Mace 
arrives it will also face this challenge 
- and it might just turn a few heads 


and raise a few eyebrows in the process 
of making the grade. 

Beat-'em-ups are really ten a penny 
at the moment, so to stand out from 
the crowd a fighting game needs to 
have a vital secret ingredient. To this 
day nobody seems to have found the 
sure-fire way of making a classic time 
after time. 

It seems that Midway have taken all 
the bits from the two classics mentioned 
above and added a little bit of their own 
trickery to give Mace its own, slightly 
different twist from the norm - and with 
any luck their adventurous approach will 
pay off. 
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A 'I am Lorax, Prince of elves! Demons 
begone from this land. Ha, ha, ha, hal' 


Nintendo's catalogue of games is really 
lacking. All Nintendo gamers really need 
a decent beat-'em-up for their machines 
- it's a well known fact that fighting 
games sell consoles, so let's hope the 
tide is finally turning. 

Mace: The Dark Age is coming along 
leaps and bounds, and all of us here at 
Total 64 are eagerly anticipating the full 
and final version of this rather superb 
looking beat-'em-up. Even at this stage 
it looks as if Mace could put all of the 
previous N64 fighting games to shame. 
With the developers now adding on the 
finishing touches as I write, let's hope 
they can add a ray of sunshine to this 
badly lacking area of Nintendo gaming. 

Either way, all will be revealed over 
the next few months, when we should 
have a finished version, which you can 
be sure will be put through vigorous 
Total 64 testing treatment. 
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These die 
the cieam 
of the ciop 
any N64 

owner that doesn't own at least one of these titles doesn't yet realise 
the power of their own console* Sometime in the near future, games 
as good as this will receiue a special Total 64 award - your guarantee 
of excellence* 


81 - 00 % 


Now we re getting somewheie' 
These games are the reason 
you bought your H64 they ie 
playable, they look good and you're not going to be bored of them in a 
few weeks The only reason these won't haue scored higher will be 
because there's another similar game that we prefer, or because the 
game just lacks that special something that separates an extremely 
good game from the games that no H64 owner should be without 


71 - 80 % 


Bit of a sitting on the fence 
score to be honest It's likely 
that games in this category 
will haue had us all thrashing out our opinions in a heated discussion 
Differences of opinion in the team are good for oui reuiews but are 
going to mean that some of you will like it. some of you won't 


UnPortunatBly, every bo oPten a 
yame arrivee that isn't luorthy oP 
attention. lUhen these sad days 
come you can count on Tothl BM to 
give an honest opinion. HopePully 
LUB can steer you auiay Prom a 
purchase you might regret and 
guide you in the right direction. 


01 - 70 % 


A game falling into this 
category is probably best 
auoided The game might haue 
some redeeming features or one of the reviewers may really like it 
but for the most part these games are going to be an acquiied taste at 
best A definite game to try before you buy 


m-Ba% 


Ufe'ue had a couple of games 
fall into this category, which 
hopefully none of you will 
have been foolish enough to buy These games might look nice on the 
box. but will haue you considering suicide half an hour after you part 
with youi hard earned cash to get them If you really like the look of 
them then check out our second opinions but it’s most likely that we 11 
haue agreed on a score this bad 


.. 64 have got varying opinions, this is why we 
:omments from other reviewers. These can help 
inking of shelling out on an expensive game, as 
e similar tastes to your own. However, when a 
iding game arrives in the office our opinions are 


H U of us here at Tot; 
include additional 
you when you're t!i 
one of us may hav 
particularly outstar 
normally very similar. 


2i-ka% 


These games however, might 
make it into the shops at some 
point None of the games we ve 
reviewed yet have been bad enough to receive this low a score, which 
when you consider St Andrews ^v//and Cruis’n USA. should make you 
realise just how bad a game needs to be to fall into this category 


If a game this bad is ever released 
^ Ihen questions will definitely need 

to be asked about Nintendo's 

quality control To be honest you re unlikely to EUEA see a game getting a 
percentage this low. although some games might slip into this category 
after a couple of months gathering dust in our cupboard 


Big changes this month as Goldeneye sweeps the board - the Total 64 
crew have gone James Bond crazy. Several other new games make their 
debut as some of the classics get pushed out of the top five. You may 
have also noticed the disappearance of Miles' and James' chart to make 
way for new boy Alistair's top games. 


Straight in at number one this month is, 


The new Total 64 
award will be given 
to those games that 
have surpassed our 
expectations. These 
select few games 
will have to amass 
a score of 95% or 
better to achieve 
such an accolade. 


nil nnt 

UapariESB ‘Ironfiaati Rat 

Things’ Falton Graca 


Hick 

‘Body Shop 
Jones 


Justin 

'0G7’ 

Calvert 


Chris 

‘imooth 

marke 


(N) 1. Goldeneye (N) 1. Goldeneye 

(N) 2. Ganbare Goemon [-1 2. ISS Soccer 
(N) 3. Tetiisphere (N) 3. Ganbare Goemon 

(N) 4. ISS Soccer (-) 4. Multi Racing 

(N) 5. Yuke! Yuke! Championship 

Troublemakers 1415. Dark Rift 

Moth: Rie-yah!: 

NBR Hangtime Cruis'n USR 


(N) 1. Goldeneye 
(N) 2. Tetrisphere 
(N) 3. Ganbare Goemon 
(1) 4. ISS Soccer 
(-) 5. Multi Racing 
Championship 
Damp: 

Ufar Gods 


(H) 1. Goldeneye 

(I) 2. ISS Soccer 
12) 3. Mario Kart 64 
(-) 4. Doom 64 

(-) S.Dark Rift 
Sweat: 

Cruis'n USR 


(N11. Goldeneye 
(-12. ISS Soccer 64 

(2) 3. Mario Kart 64 

(3) 4.UJaue Race 64 
(H) 5. Tetrisphere 
Why?: 

NBR Hangtime 
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This File has been marked ‘Eyee Only'. Ineide you luill Find 
InFormation on a matter that threateno national Security. 
R videoyame is threateniny ujorld domination. The yame ie 
BatdBnBye and you are Jameo Bond, 007, licenoed to kill... 
































Try not to 
breik It, 
007 

No Bond game would be 
complete without Q's 
famous gadgets and 
Goldeneye is positively 
brimming with them. 


very young boy needs to have 
a role model. They need someone 
to respect, idolise and aspire to. 
For some it's a simple choice to 
make between the Spice Girls 
and Boney M, for others it might even 
be the little baby Jesus, but for me it 
was always James Bond, 007. Just look 
at him: his job is to save the world, 
he gets to drive fast cars, shoot guns 
and he always gets the girl. James 
Bond has got to be just about the 
coolest person in the world. Well, 
apart from that Jon Bon Jovi, 
that is. 

So with that in mind, you 
can imagine my delight when a 
copy of Goldeneye fell out of the 
postman's sack and plopped onto 
the office floor. I was so happy I 
almost cried. All my prayers were 
about to be answered, at last 
I, too, could become a top 
secret agent on Her Majesty's 
Secret Service. 

Goldeneye takes its 
inspiration from the Bond 
film of the same name and 
the plots run almost parallel 
to one another. The action 
starts nine years ago in 
Siberia, where 007 has 
been sent into a Soviet 
laboratory to destroy a 
batch of deadly nerve 
gas. However, he was 
betrayed by a fellow 00 
agent and the Russians were waiting for 
him. Luckily for everyone (apart from 
those Ruskis) 007 managed to escape 
and make his way back to Blighty. 

Now, nine years on, the world faces 
another crisis - a certain ex-00 agent 
is threatening the planet with a stolen 


Russian weapon, the Goldeneye satellite. 
You must become James Bond and save 
the world from certain annihilation. 

Unusually for a film tie-in the actual 
producers of the film, EON, approached 
Rare with the idea of producing a Bond 
N64 game - and Goldeneye is the result. 
From the moment you turn on the N64 
you can see that this is one classy 
title. The opening screen is a take 
on the certification you see at the 
cinema before the film begins, with 
the rating replaced with "4: suitable 
for four players". You are then 
treated to the traditional James 
Bond opening, where you see 
Bond walk onto the screen, turn, 
and fire a single shot towards 
you. Blood then slowly falls 
down the screen. Classic. 

For your 
Eyoa Holy 


The very first thing that will 
strike you about this game 
I are the incredibly detailed 
graphics. From the start of 
the first level the camera 
pans through the Russian 
complex - taking in the 
guard towers and the big 
transport trucks - down 
onto the waiting Bond. 

It is at this early point 
that you realise you 
have certainly got your 
money's worth with this title. 

There is something about playing a 
game where the environment all looks 
familiar that makes it more enjoyable. 
From the grandeur of the huge satellite 
communication dish to something as 


I 
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simple as a stairway, everything 
just looks so realistic. Rare 
have kept the use of texture 
mapping to a minimum 
in order to keep the 
speed of the game up, 
so as a result of this 
the game can look a 
bit basic in places - 
when you compare it 
to the lavish texture 
maps in Turok. This is a 
worthwhile sacrifice when 
you realise that yet another 
advantage of cutting down on 
the textures is that you are able 
to see for miles off into the distance. 
Probably the most infuriating part about 
Turok was the fact it was set outdoors 
but you could only see for a few yards 
in front of you. Not so in Goldeneye - 
the outdoor levels are really very 
impressive, as they have no 
fogging to disguise any pop 
up. This is perhaps most 
noticeable on the snow 
levels, where you can 
see the satellite dish, 
as a silhouette in the 
distance become slowly 
larger, and more and 
more detailed, as you 
get closer. The effect is 
simply breathtaking. 
Other graphical effects are 
amazing - the explosions are 
incredible and the billowing smoke 



that you can see lingering afterwards is 
the most convincing yet. 

The attention to detail in Goldeneye 
is stunning. Bullet holes can be made 
in every surface - and they stay there 
for the whole time you are on that level 
(an idea which was first seen in Duke 
Nukem 3D). Windows can be shattered, 
computers blown up and even individual 
test tubes can be smashed: this gives 
the impression that the environment is 
completely interactive and adds to the 
overall realism. 

Not only can things be shot to pieces 
but every surface has its own sound 
effect: if you shoot against rock your 
bullet ricochets off, making appropriate 
sounds, but 
if you fire a 
round down 
the toilet 
then just a 
small 

sound can be 
heard. There's 
almost too 
much depth 
here to talk 
about but one 
major innovatic 
comes in the 
form of the enemies that you face. 

First off they are very intelligent; if 
you make a noise then the guards will 
hear and come to investigate. They will 
chase you up stairs and ladders, so you 
won't find bad guys milling around at 



UJdlther PP7 


^Jiienade Launcher 


Grenades 


007 is synonymous with this 
weapon and ho doesn't leave 
home without it You can use it 
as standard, or with a silencer 
to Improve your stealth. 


This weapon will bo carried by 
almost all of your enemies 
Kore poweiful and carries more 
bullets than the PPK, but is 
slow and noisy. 


‘The most powerful handyuii In 
the lOorld' ceitainly lives up to 
Its namo - this thing will stop a 
charyiny bull In Its tracks 
Great for the multi player game. 


A very powerful sub machine 
gun with an OKtended 
magazine Kat oMcellent 
stopping power - the 
terrorist's favourite. 


Difficult to use but its 
firepower is unsurpassed by 


Has limited use on the one player 
game, but comes into its own 


^ ^ * 
KF7 Soviet 


These have a five second fuse, 
so count to three before you 


The bog standard gun issued to 
the Russian troops Has a good 


^DD44 Dostovei 


Cougar Magnum 


playing against your mates Just range and is powerful The throw and you should be safe anything else Fast firing and 


imagine the satisfaction gained trouble with using this is that Get caught in the blast of one of enough euplosive power to kill 


from a single hit head shot it wakes up all the guards these babies and you'll be dead a cow. How that's impressive. 






































Mines 


Pinpoint Accuracy 


The Sniper rifle is one of the 
most satisfying weapons to use 
in Goldeneye as you can zoom 
right in on your target with the 
telescopic lens and take the 
enemy out without them even 
knowing about it. Cool. 






has gone into motion capturing for the 
characters. They aU move with extreme 
fluidity and there is a huge variety in 
their movements. This really gives the 
impression that each soldier is a true 
individual - if you manage to sneak 
on a guard and watch him for a fe' 
seconds you could probably see him 
through a dozen different 
animations, from him 
cleaning his weapon 
to just scratching 
his buttski. 


the bottom of a ladder, waiting for you 
to pick them off like they do in Doom. 
The soldiers will also take great care to 
avoid your bullets - probably more so 
than a human opponent would, or even 
could. They roll, crouch and even duck 
back behind walls and crates to avoid 
your fire. 

You can also shoot the soldiers in 
many different parts of their bodies and 
depending on where they are hit, they 
react differently. If you shoot someone 
in the knee then he will hobble around 
grasping at his wound but if you hit him 
in the hand, then he'll instantly let go 
of his weapon and shake his hand in 


pain. Needless to say, a shot to the head 
will result in an instant kill. 

They all die in a variety of ways too 
- some will sink slowly down to the floor, 
while others will fly backwards as the 
bullet blows their head off. Okay, so it's 
not quite that graphic but some of the 
death sequences can be quite gruesome, 
with the soldier clutching his neck as 
he slides to the floor and then kicks out 
as the life is drained from his body. It's 
enough to make you want to shoot him 
again to put him out of his misery - and 
you can. 

Another thing worth mentioning at 
this point is the amount of work that 


As with all first person shooting games, there are a large selection of weapons to choose from but you'll only have access to certain ones on 
specific levels. And you won't just find them lying about - the weapons that you don't start the mission with will have to be prised from the 
bloodied hands of a Russian soldier. Yuk! 


D5K Dautsche 


This model is actually Special 
Forces equipment a machine 
pistol complete uiith a 
silencer. Rather special and 
very handy 


One of the most pouierful 
ufeapons in the game, the 
RC PRO is noisy but affective. 
Great in the one player game, 
even better in the multi player. 


/£R33 Assault Rifle 


Similar to the American made 
N16 rifle, this is a fast firiny. 
ammo hungry, killing machine 
and is one of the best uieapons 
available in the game. 


These come in a variety of 
forms: ProMimity. Remote and 
Timed Using the Proximity 
and Remote mines in the multi¬ 
player game is great fun. 


^liiutomatic Shotgun 


No first person shooter uiould be 
complete without a shotgun. 
This one is particularly 
satisfying, as one shot is 
normally enough to kill anyone. 


Again, this is for multi-playet 
only and is Scaramanga's gun 
from the 'Nan with the Golden 
Gun'. It will kill with a single 
shot but is slow to reload 




NoofiTdkei^ser 


Rocket Launcher 


This gun is for multi-player only 
and is exactly what it is called *’ 
the laser gun from 'Hoonraker' 
film. As you can probably 
imagine, it is very powerful. 


This is a gun that fires rockets 
Needless to say it is incredibly 
powerful but you cannot carry 
very many shells, due to their 
size and weight. 
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Nobody does it 
better! 


Sean Connery 



Geeiye Lazenby 


11 

Timothy Saxton 


Pierce Srosnan 


t 


fls just an up and coming actor before 
he took on the role. Sean Connery ufas 
the original Bond ~ and the best. He 
combined debonair charm luith a urry 
sense of humour to make the coolest 
secret agent ever. 

He went on to make some great 
films and luas awarded an Oscar for his 
role in The Untouchables' . 


Born in Bustralia. George Lazenby 
moved to London in the mid*sixties 
to become a mate model. He auditioned 
for 'Bn Her Majesty's Secret Service' 
when Sean Connery had made himself 
unavailable for the film, although how 
he got the part amazes us. He was. 
without doubt, the worst Bond ever. 


Apparently Roger Moore was actually 
Ian Fleming's first choice for the role 
of 007 after he saw him star in the TU 
show. The Saint. 

He was unable to take the part due 
to a television contract but Fleming 
got his wishes when Moore starred in 
his first Bond pic, the seventies Bond 
film, 'Live and Let Die'. 


Timothy Dalton originally came from 
a Shakespearean acting background, 
and was working with the DSC before 
becoming the fourth James Bond in 
The Living Daylights'. Hot a bad Bond 
but he simply doesn't come close to 
Connery and Moore. 


The latest 007, soon to star in the next 
Bond film 'Tomorrow Hever Dies' (will 
there be a game to follow?). He made 
a particularly good private eye in the 
eighties TU show Remmington Steel' 
and does a rather fine Bond as well. 




Ulidely tipped to become the next big 
Bond. Justin seems to think that he 
would be the best yet. Methinks that 
alt those multi player games are just 
going to his head. 


Staring 
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007 


James B«wl 
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Pierce Brosnan as James Bond 


Sean Bean as Alec Trevelyan 




Alan Cummins as Boris Grishenko 


Famke Janssen as Xenia Onatopp 




Izabella Scorupco as 
Hatalya Simonova 


£xlCC» 
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Robbie Coltrain as 
Ualentin Zukovsky 


Some Russian geezer as General 
Arkady Ourumov 

Goldeneye features some incredibly 
detailed texture mapping. The main 
characters' faces have been taken 
from the film and mapped onto their 
respective bodies in the game. 

For the faces of the soldiers, 
scientists and so on Rare used the 
their staff and their families. It is 
even rumoured that the editor of 
the Official Nintendo Magazine has 
his face in there somewhere! 


ustice Covert * 


Another thing that helps to create 
the impression that the soldiers are all 
individuals is that all of their faces are 
different. Rare have used a technique 
that was first seen in the PlayStation 
game, Sentient, to texture map digitised 
faces of real people 
onto their polygon 
models. For the main 
characters, such as 
Bond and Janus, the 
faces have just been 
taken straight from 
the film but for the 
more anonymous 
characters Rare have 
used their own staff] 
members' features 
to great effect. 

The thought —^ . 
and care that has gone into this title 
leaves me gobsmacked - when you pause 
the game you even see Bond look down 
at his watch and this then becomes the 
pause screen. 



You'll realise that the work that has 
gone into the 'smaller things' is just the 
icing on the cake when you get down 
to eating the Black Forest Gateaux that 
is the full variety of missions. This is 
no simple Doom clone. On each level you 
will be given a list of mission objectives 
to complete before 
you can progress and 
these range from just 
performing a simple 
bungee jump, right up 
to making an urgent 
rendezvous with your 
contact and planting 
various bombs and tiny 
tracking devices. But 
all of this is only on the 
'Agent' level. The game 
_ offers you three separate 

difficulty levels: Agent, 
Secret Agent and 00 Agent. Each level 
becomes progressively more involved, 
with still more mission objectives for 
you to complete. 
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For example, on Level one, playing 
the game at Agent level, your mission 
objective is to simply make your way 
through the base and make a bungee 
jump off the dam, but playing this level 
on 00 Agent level means that you will 


007, Licensed to kill 

f"- 
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1. Using Stealth and his Silenced 
PP7, Bond approaches the first 
guard and takes him out. 




\ 

Vh’'" 

4. Head on through the tunnel past 
the dead guards and out into 
the courtgard. 


^ • 'X 

\ 

V V **•" 

2. A few more guards and up into 
the guard tower. 

Aha! A Sniper rifle... 


3. UJhy, it's just perfect for 
dispatching the group of guards in 
the tunnel. 






5. From the guard tower Bond can 
just make out the two guards in 
the bunker. 


\ 

\ 

6. A quick dash through the gates, 
using the truck for couer from 
enemy fire. 


[ 

\ 
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7. Shoot the padlock and out 

8. Out onto the dam. Check out the 

Q. Finally, Bond makes the bungee 

through the gates 

beautiful scenery. 

jump. Mission complete. 


first have neutralise all the alarms, then 
install a covert modem and intercept data 
backup - only then can you make your 
bungee jump. Needless to say, this makes 
the levels far more challenging and it 
means that even on one player games 


this title will Last you a very long 
time. The other incentive for you 
to keep playing Goldeneye is that 
you will activate different cheats 
for completing levels in a required 
time. Most of these are actually 



Ooh, you little 
cheat you! 


Goldeneye 007 has a built-in Cheat Options menu, with nearly two dozen codes 
that are automatically activated when you meet certain objectives. These codes 
can only be accessed by meeting the correct requirements; there are no controller 
codes for this game. The following are just a few of the twenty or so cheats you 
can earn for the game. 



DK Mode 

Giues eueryone in the game huge 
heads and long arms. Just like 
monkeys, really - hence the 
appropriate name. 

V_ ; _ 



Paintball Mode 
Instead of the usual bullet holes, 
you get pretty splashes of paint. 
Look - you can euen use it for 
graffiti. 



Enemy Rockets 
Gives all of your enemies Rocket 
Launchers. Sounds like a bad idea at 
first but then you realise that you can 
get the launchers off them. Ha, ha! 



Turbo 

Makes Bond into a super fast secret 
agent. Makes for frantic multi¬ 
player games, with eueryone 
running round like crazy. 

___ y 
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Out of the mists 


One of the most impressive graphical touches in Goldeneye 
is the fact that you can see for miles into the distance. This 
sequence shows how the satellite dish comes into view - 
truly amazing. 




The dish emerges from the mist 



worth getting, and range right from the 
ubiquitous 'big head mode' to the fun 
'paintball mode' for multi-player. 

The settings for the levels are all 
obviously taken straight from the film 
and offer an extremely diverse playing 
environment. They are set both indoors 
and outdoors - and sometimes across 
a combination of both - with locations 
varying from on board a French frigate 
to the deepest parts of the wild. Cuban 
jungle. On the jungle level you can't help 
but draw comparisons with Turok, with 
Goldeneye comparing extremely favourably 
- the jungle giving you the dank, steamy 
claustrophobic atmosphere that should 
have been present in Turok. The AI on 
this level comes into its own when you 
get help from Natalya, as she picks off 
the bad guys with her Magnum. What 
a babe! 

Livi^ and Let Die 

As if the one player game isn't enough 
reason to buy this game, then Rare have 
also incorporated a multi-player game 
for you to shoot at your mates. This is 



quite possibly the very best multi-player 
game ever seen in history - even taking 
into account our office sessions on ISS 
Soccer and Mario Kart. I've never seen 
so much interest in a game before, with 
people literally phoning me from other 
parts of the building to book places in 
the 'after hours' deathmatch. 

You can play with up to three other 
friends, with the screen divided into four, 
and you can select from a wide variety of 
scenarios, arenas and different weapon 
combinations (you'll find more details in 
another part of this review). What makes 
this better than anything else I've seen 
is the sheer amount of tactics that you 
can employ, which all stems from the 
variety of levels and weapons you can 
select. Proximity mines are a particular 
favourite of mine. There's nothing more 
satisfying than setting an ambush with 
mines, then getting up to a high point 
and watching your enemies walk into 



You can delve deep into 
eleven different arenas 
in multi-player mode. 
Some of the levels are 
based on locations taken 
straight from the single 
player missions, others 
have been custom made 
for the multi-player game. 

Some of the arenas 
are initially locked, and 
you will first need to 
finish the corresponding 
game mission in single 
player mode to be able 
to open up the matching 
multi-player arena. The 
arenas all offer a lot of 
variety and each one of 
them appears completely 
different. Some have 
multiple floors, others 
have secret passages or 
darkened corndors. 

Each has its unique 
feel, with the inclusion 
of plenty of cunning and 
dastardly twists and turns 
which allow you to set 
up some pretty deadly 
ambushes for your poor 
opponents to walk into! 


CAUES 

Poor lighting conditions help make the 
subterranean cauerns a highly confusing 
and deadly place for a fire fight. 

There are plenty of sniper lookouts, 
some frightening sufitchback passages 
and darkened ambush points to contend 
with - or make use of. Because it's so 
easy to get turned around, the caues are 
an amusing location in which to have 
fun with the different explosive mines 
on offer! 


CONPLEK 

As its name suggests, the Complex is one 
of the most intricate multi-player levels. 
The arena's sprawling layout features 
many twists and turns, and multiple floors 
make it difficult to know exactly where 
your opponents are, even when using the 
radar. There are also sniper positions 
scattered throughout the maze, but few of 
these can offer complete security for the 
shooter. You can hide in the ventilation 
ducts and ambush opponents from there 


TEMPLE 

lUith its wide corridors, large open room 
and its relatively simple floor plan, the 
Temple is a great level for novice agents 
to learn the tricks of the trade. 

The central room is so large that it can 
actually be difficult to see someone up 
at the other end without a rifle scope. A 
gaping hole in the middle of this room's 
floor also allows you to snipe down on 
targets on the lower level - so there's 
plenty of scope for sneaky attacks here. 


FACILITY 

One of the smaller arenas, this Facility 
makes for a fast and furious battle. Because 
of its size, you can count on reappearing 
near someone after you die. There aren't 
a lot of places to hide, although the toilet 
upstairs is a favourite spot for an ambush, 
especially since you'll usually find the 
special weapon for the match there. 


BASEMENT 

The Basement is simply the lower floor 
of the Library. It consists of two large 
rooms which are filled with many pillars 
which help to create a highly confusing 
arena for a pitched gun battle. 

The dark corridors of the basement 
ideally lend themselves to ambushes by 
a stealthy player. 


STACKS 

If you choose the Stacks, you'll compete 
in just the upper level of the Library. 

Although the Basement is locked and 
thus barred to you, there is still plenty of 
action potential in the upper floor. Try 
using the upper level perches and many 
secret passages to snipe at or ambush 
your opponents. 
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Name: Goldeneye 007^ 

Publlshei: Nintendo 

Developer: Rare 

Players: One-Four 

Released: TBR 

Game Type: First person shooter 


Better than real life- 
you can't get more 
flattering than that! 


: The Bond themes 
gives the game a 
cinematic feel 


Just like being a 
secret agent-and I 
: should knouil 


BUHKER 

Large and uiell'Ut, the Bunker is a good 
arena for beginning agents to practice 
their lethal skills. An agent urho knows 
the floor plan can reallg lead pursuers 
on a wild goose chase through the maze 
of this level Look for the arena's special 
weapon in one of the side rooms of the 
main Control Room. 


CAUERN 

The Subterranean Caverns in Cuba make 
for a sprawling combat training zone. 

This level is actually spread out across 
several different locations, which are all 
connected by a long series of walkways, 
which means you'll have to do a lot of 
running around in this level to get from 
one location to another. 


LIBRARY 

The massive Library is one of the largest 
multi-player arenas, complete with a full 
basement and upper floor. The main floor 
features wide open rooms with multiple 
levels, and several secret passages. Below, 
the library basement offers a dimly lit 
and confusing floor plan to confuse any 
agents who start there. Ufhen hunting in 
the Library, you can shoot through the 
grates in the floor down into the basement 
or vice versa. 


ARCHIUES 

Part of the GRU Military Archives have been 
blocked off and converted into a multi¬ 
player training ground. The corridors of 
the archives are littered with many crates 
which will explode when you shoot them. 
Although you can find weapons in some 
of the offices, they can also become death 
traps if someone pins you down inside. 

A secret passage will let you escape 
from the dead end by the offices on the 
upper level. 


the one 

player game can be interrupted by the 
mission briefs coming up (you wouldn't 
get one of these appearing 'in the field', 
now would you?) and it might have been 
better to replace these with a short cut 
scene instead. It would also have been 
good to have seen some more adventure 
elements coming into the missions by 
being able to communicate more with the 
other characters; you do this at certain 
points of the game but you've absolutely 
no control over what you say. Also you 
are unable to jump or roll - something 
you would have thought was a pretty 
essential move for any secret agent. The 
game is designed so that you don't feel 
the need to perform these moves, but it 
would have been nice to be able to roll 
away from enemy fire in the true cinema 
tradition of Bond. 

With this title Rare have established 
themselves as one of the world's premier 
game developers, which can't be bad. The 
N64 continues to surprise us with what 
it is capable of and when it is in the 
hands of someone who knows what they 
are doing, the results can be spectacular 
- as Goldeneye proves. This game is very 
clever and highly inventive and each level 
offers a new challenge, with a difficulty 
curve judged to perfection. The amount 
of work that has gone into this title is 
amazing and since the programmers seem 
to have paid an unprecedented amount 
of attention to detail, the results are 
astounding. Add to this what is the best 
multi-player game around and some of 
the best graphics ever seen in a video 
game and the result is that Goldeneye is 
the game of the year. ir\S* 


other 
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cool 
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Sniper 


come into play, with 

players taking up positions, trying to 

pick one another off from long range. 

Although the arenas are based on the 
in-game levels, they have been stripped 
down to the bare essentials to allow for 
four players. This is a shame, as some of 
the bigger levels would have made superb 
battle arenas. Purists might say that 
multi-playing on a split screen ruins the 
element of surprise and this is certainly 


true for two players - it's a 
simple matter of glancing at the other 
person's screen to see if they're planning 
some dastardly ambush. But when you're 
playing with four, you hardly have time 
to look at what anyone else is doing. 

Dr Do Do 

There are a few minor gripes that I have 
with this game: the pace and flow of 
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The competition is heating op and maria 
Faces the toughest chaiienger get, so 
give a big hand For Gaeman tt\B 
mgstical llinja. 

his month sees a welcome return for SNES hero Goemon, or Mystical Ninja as he is known 
to most people in the UK. If neither of these names ring any bells then a little explanation 
might help. Goemon was the star of four SNES games but sadly only one of them ever saw 
the light of day in this country. The US received two of the series and the Japanese were 
the lucky ones as usual, because they got to play all four. Each of the four games was 
excellent but most of you will only be familiar with the first game. It was unlike anything seen before and 
featured a bizarre Japanese sense of humour, which included some really strange secret levels and some of 
the weirdest bosses you're ever likely to set eyes upon. Anyone with a passion for the unusual style of Japanese 
games will find any one of the Goemon games a real treat to play - they are difficult to understand but you 
can't help but love all the cutesy characters and peculiar gameplay. Although the Goemon series was totally weird 
and the plots were very strange, the gameplay - which is of course the most important ingredient of any game 
- shone through. 

It's hard to categorise the Goemon series: are they RPGs, are they scrolling beat-'em-ups or are they platform 
games? They don't fit into any one of these descriptions, instead they're all of them and more, rolled into one big 
bundle. This is what makes the games so interesting - it's this varied gameplay that puts a stop to boredom setting 
in, and because it is so unpredictable you have absolutely no idea what's around the next corner. The fact of 
the matter is, all of the Goemon games feature a mix of ideas, that when combined together compliment each 
other perfectly. 

This, the fifth installment, has had to 
move with the times and for Goemon's 64 
bit debut he appears in full 3D - not that 
that's unusual nowadays, I know, but this 
is 3D like you've never seen it before. Just 
prepare to be gobsmacked time and time 
again, as you reach each new level. Each 
village you visit is massive and so full of 
colour and detail that this 
surpasses even Mario 
in the looks 


Here he is, the 
big hero of the 
game, Goemon ths 
mystical ninja in 
all his glory 
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department. This is all weLl and good, 
but what about the actual game - does 
it play like a dream or is it just another 
graphical showcase? Well let's now take 
a deeper look into the odd world of the 
Mystical Ninja. 

The mystical ninja 

As soon as you witness the cool intro 
sequence to Ganbare Goemon you can 
tell it's going to be something special. 
It may not be very easy to understand 
as all the speech and text are written in 
Japanese but it's immediately obvious 


that Konami have 
spent a very long 
time working on 
this game. 

Picture the 
scene, a quiet 
Japanese village with the villagers all 
going about their daily duties, when all 
of a sudden, Goemon and his sidekick 
come running down the street with a 
furious Japanese guy in hot pursuit. The 
two friends then launch into a heated 
argument when, all of a sudden, the sky 
darkens and a huge UFO flies overhead. 


The villagers are shocked into silence by 
the arrival of this huge spacecraft, which 
gets lower and lower, until eventually 
it hovers above the palace of the King. 

Meanwhile, the King is inside the 
palace with his daughter, both of them 
unaware of the goings on outside. Back 
outside again and the UFO is charging 
up a huge laser beam, which is aimed 
at the palace and then fired, unknown 
to any unfortunates 
that may be trapped 
inside. But this laser 
beam doesn't blow 
up the palace into 
tiny smithereens as 
you'd expect. Nope, 
instead it puts a 
curse on everyone 
inside. The town's 
population just can't 
believe the proof of 
their own eyes - how 
could such a travesty 
happen in their little 




village? One plucky villager decides to 
take it upon himself to investigate, and 
his little chum gets dragged along for 
a piece of the action. The brave villager 
is Goemon, the Mystical Ninja... 

Graphically the game itself, once it's 
started, is not that far removed from the 
intro. It begins in a town with the local 




A The gieen haired one at 
the entrance to a spooky temple, 
plucking up courage to enter... 



A Here she is again on her 
way through the forest, with 
green locks flowing as usual 
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A Here Goemon finds himself in a platform 
section, urhich appears very similar to a 
certain red and blue plumber's urorld 


townsfolk running around 
busily minding their own 
business - unless you then 
decide to talk to them that 
is. Unfortunately, as the 
text is Japanese a lot of 
the story gets lost along 
the way - although it is 
still possible to play the game. 

These town type sections are where 
the majority of the game is based and 
you must talk to villagers and complete 
certain tasks to progress further in the 
game. On the first level, for instance, 
your task is to climb to the peak of a 
huge mountain and talk to a man at the 
summit. He will then give you a handy 
telescopic grab arm, which will enable 
you to reach to previously inaccessible 
areas. This all sounds very simple but 
the areas are so vast that finding the 
mountain is a difficult enough task in 
itself - take it from me, you'll have to 
do a lot of searching before it's found. 


In the town sections exploring is the 
main key to success, as talking to one 
certain person may result in you being 
rewarded with a special weapon or item, 
without which further progress will be 
rendered impossible. 

Platform skills also play a big part in 
Goemon, as in many sections some pixel 
perfect jumping is required. All of these 
sections admittedly do bear more than 
a passing resemblance to Mario's first 
Nintendo 64 outing. 

No platform style game worth its salt 
would be complete without a handful of 
big bosses and Goemon certainly doesn't 
disappoint in this area. The title features 
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When you finally manage 
to defeat the dragon boss, 
the young green haired lass 
can summon him with her 
flute. He will then kindly 
transport your character to any 
place that you wish. The only 
drawback is that the dragon 
will only take you to places ' 
you have already visited. j 
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At one stage in the game Goemon calls up his giant rollerskating robot pal and is then taken off for a 
journey up through the robot, finishing his journey in the cockpit, which is centred in the robot's eye 



maria vb GoBmon 

It was bound to happen - as soon as a 
3D game worthy of a bit of attention was 
released, comparisons with Mario were 
inevitable. One big problem that Goemon 
faces is the hard truth that Mario was 
first, and nothing can change that, so 
I'm sure people will criticise this game 
for jumping on the Mario bandwagon. 


some incredible bosses, even in the first 
few levels. One that's particularly worthy 
of mention is a huge dragon: you begin 
at the dragon's tail and work your way 
up its back until you finally reach its 
head, where a spinning robot type thing 
awaits. Whilst you're trying to defeat the 
robot the dragon moves from side to side 
trying to knock you off his back - if he 
does it's back to the tail of the dragon 
for another attempt. 

It's very difficult to explain Goemon 
without giving too much away, and I 


wouldn't want to spoil everything in the 
game, but when playing it you become 
so gobsmacked by some of the events 
that occur, that you feel like showing it 
to everybody nearby. Goemon is one of 
those games that you have to keep on 
playing and playing just to see what's 
next. It's never 
predictable and 
each new level or 
secret uncovered 
is always a most 
pleasant surprise. 



A The green goddess enters 
into battle with an euil foe 
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A Goemons sidekick takes 
time out to admire the huge 
pagoda centred in the middle 
of the uillage. Mg, it does look 
particularly stunning against 
that incredible orange sunset 


Although both Mono and Goemon may 
look similar, the truth is they are quite 
different from each other. Goemon has 
more of an RPG feel than Mono and the 
interaction with the characters is vital 
- players are encouraged to explore, 


often backtracking 
on paths already 
travelled to reach a 
particular goal, or 
to retrieve a certain vital object. 

Another feature that is very different 
from Mono is that you can control one 
of four different characters - although 
in the very beginning of the game only 
two are selectable. Each character has 
different abilities, which means certain 
areas can only be completed with the 
character that possesses the specific skills 
required. This also adds to the puzzle 
element - you may find yourself walking 
around aimlessly for hours, until you 
suddenly realise that if you had been 
somebody else that level could easily 
have been completed. 

One sequence in the game sees your 
character climb into the eye of a giant 
Goemon robot, this robot then skates 


off, kicking and 
flailing his arms 
and legs to try 
and defeat the 
oncoming enemies. 
The view then changes 
to third person perspective 
and an enemy approaches - it's 
your job to dispose of the opposition by 
delivering a combination of punches, 
kicks and fireballs. This section of the 
game is more like Staffox than Mario - 
which just goes to prove the diversity 
of this game. 

Now comes the more serious side - 
is it any good. As you can see from the 
screen shots, the graphics in Goemon 
are nothing short of amazing. These are 
some of the most detailed 3D worlds we 
have ever witnessed. In fact I'd go as 
far as saying that these are the best 
graphics yet seen on the N64. 

Apart from looking nice each level 
is huge and will take your character an 
age to explore properly. In the town 
sections you can visit all the shops and 
go inside all of the villagers' houses - 
inside each of the buildings the decor 
varies slightly and this gives many of 
the houses an individual feel. 

The sound in Goemon is spot on too, 
with jingly jangly Japanese style tunes 
- very annoying and yet very catchy - 



In Ganbare Goemon you have the choice of playing four different characters. Each one has a few 
different abilities and attacks, as well as their own uniquely bizarre sense of hair-styling... 




S! 



A Our green haired friend has got a 
great view of the local farm up here - 
let's hope she's not in smell range too! 


.1 


A Goemon's sidekick hacks his way 
through the deep dark woods. The old 
blue haired one is a brave little fellow 
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Ganbaie Goemon 
Ronami 
In-house 


Hame. 

Publishei: 

Developei: 

Plavers: 

Released: 

Game Type: 

Ueision: 


Out Noui [import] 
Platform/RPG 
Japanese 


Extremely detailed 3D 
worlds, possibly the 
best graphics yet 


Great sound 
effects and some 
funky Japanese 


really interesting 
(something about 
a UFO). I'd imagine 
that some of the 
characters also 
give you important 
clues through the 
game about what to do next but once 
again, due to the Japanese text, these 
clues are impossible to take advantage 
of. Some people would argue that it 
makes the game last longer, but when 
you find yourself going round in circles 
for days it does spoil your enjoyment 
a touch. 

However, these niggles aside Goemon 
is still an excellent game and deserves 
to be a big hit, although to get the full 
enjoyment from this I advise keeping 
your fingers crossed for a later English 
translation. Sadly there is talk that this 
may never make it to these shores due 
to the cost of producing such a huge 
cartridge. It's a sin that such a fine 
game may never see the light of day - 
it almost makes you feel like learning 
Japanese so the story would be legible. 
Well, almost. 

Goemon comes on a whopping 128 
Meg cart and it's predicted that it could 
cost up to £100 pounds if it's released 
here. If you can't wait for that happy 
day, then you could obviously opt for 
the import version - but be prepared to 
be a bit confused when you first pick 
up the joypad. 

That said, with just a little bit of 
perseverance Goemon is still a highly 
playable title. There really is nothing 
else like this, so if platformers, RPGs, 
beat-'em-ups and shoot-'em-ups are all 
your cup of tea, you really can't go far 
wrong with Goemon. 


you'll probably find yourself humming 
them without realising it. All the sound 
effects are also top notch. For example, 
there are nice thudding sounds when you 
bash a baddie on the head, and when 
you're in a cave it gives off a hollow, 
echoing sound. 


T . -J 

.590 44 X 


Well, as you can probably tell already, 
I love this game, but like all games it 
doesn't come without its particular faults. 
Goemon's graphics, although absolutely 
astonishing, do suffer from a degree of 
glitching in places, which doesn't really 
spoil the game but will cause all your 
PlayStation owning chums to have a 
good chuckle. Another slight niggle on 
the graphics side is the fact that you 
can't explore inside the houses quite 
as much as I would of liked - some of 
the areas have invisible walls that block 
your path. 

The main problem though is the use 
of Japanese text - it is impossible to 
understand the story, which is a great 
shame as it looks as though it could be 


A Oh dear! Little Goemon 
seems to be stuck behind 
this grate. Let's hope he 
gets out of here and back 
home in time for his tea 
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nouj IJJB'VB gat all this Fancy BM^blt 
tBchnolagy, iub don't luant to bB playing a 
gaiTiB likB Tetris... Hba, but this 
is Tetris ujitb a bit oF a tiuist... 


t's hard to imagine the impact that a simple game like Tetris hns 
had on the world. Since Alexey Pazhitnov (I think that's the 
right spelling) invented the thing twelve years ago, at least 
trillion people have played it on alm ost ev ery imaginable fornnit 
- look, even my Mum has played it, alright! 100 trillion is a lot 
of people, that's more than live in Wales, and Wales is a big place 
with dragons and stuff. Basically, what this introduction is about is 
to try and give you an idea of the sheer scale of the influence Teths 

- 1 has had on people of every shape and form and it leads 

me to ask this important question, why do Russians use a 
backwards 'R'? And another thing, how many video games 
are invented in Russia? This is the only one - don't you 
think that is weird? A bloke down the pub told me that 
Teths was once a secret KGB experiment which was 
designed to brainwash people into being happy. They 
then sold the license to Nintendo in order to take over 
the world. But Jiten I'm the sort of person who believes 
that sort of nonlense. 

Anyway, whoever its origins, the original Teths was 
one of those gajnes that refused to fit into any category 
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and so we had to make one up. It was 
called 'The Tetris Genre' or something 
and spawned many wannabes - from 
Columns to Wordtris, from Mean Bean 
Machine to Puzzle Fighter those 
^Japanese wert^ rr\ai$ for tipfeir puzzle 
games. The thing is that the puzzle 
genre has been going a IHt stale of 
late, witness Puzzle Figh^r ^ on the 
PlayStation; it was just a; flashy 
version of Columns reallp Knd so the 
stage is set for Tetrisphetf, the 
world's first true three-ditnensional 
puzzle game, to bring a ray of 
sunshine into our otherwise two- 
dimensional lives. 


So how does it work? Well it took 
me a while to suss it out because the 
only similarity to this and the original 
Tetris are the shape of the blocks. Your 
basic objective is to destroy the blocks 
and work your way down to the central 
core. You do this by 'dropping' ah^ 
blocks on to the sphere that they 
set off a reaction and cl^^ adjoining 
blocks. This reveals the 
underneath which you ccailinue to 
destroy to get to the cer||i. This all 
has to be done in a timei||mit, the 
closer you get to the limit the closer - 
you (and your block) get to the sphere. 
This means that you can't see as much 
of the sphere and it gets more difficult 
to find a place where you can make a 
good drop. You will eventually be forced 
to make a bad drop, and if the block 
doesn't fit then you lose one of your 
three lives. The time limit is pretty lax 
in the early levels, but as you progress 
you will find yourself frantically 
searching for any block to drop onto 
in a vain attempt to keep 
going. This can be hectic 


stuff. If you can't find any blocks to 
directly drop onto then you are able to 
drag blocks of the same sort around 
and position them next to alike blocks 
to set up a 'combo.' Making a combo 
has two main advantages: firstly, 
scoring a comlap between three and 
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Look, you even get to choose your 
robot and they each have their 
own characteristics. Okay, so we 
couldn't actually tell the 
difference between them, but it 
makes for a cool boxout 
nonetheless. 


i 

If you manage to set off 
a combo involving 
twenty or more blocks 
then you will be 
rewarded with some 
'magic/ What you get is 
a special weapon which 
will blow up varying 
amounts of the sphere. 


nineteen will send out 'magic' that hits 
other blocks and turns them into power 
blocks. These will detonate more 
slowly than the normal blocks and 
give you time to clear more blocks to 
get a high combo score. The 
advantage of this is that if you score 
a combo of twenty or more then you 
will be rewarded with a special 
weapon which will help you clear a 
larger area of the sphere in one go. 

The main part of 
the game is 
centered a'foiind 
your mission to free 
your fellow robots 
that are trapped in 
the cores of the 
hundred spheres, 
but there are five 
different 'games' to 
play with a secret 
one to boot. These 
range from Hide 
and Seek, which is 
similar to the 
'Rescue' game but 


you have to complete specific tasks 
other than just clearing blocks to find 
your friends. There is also a Puzzle 
game where you are given a specific 
number of 'drops' and 'slides' to clear 
a sphere. 

My main complaint with the rescue 
game is th^t it is far too easy for the 
first five ej^isodes (it's divided up into 
ten episocBS each with ten levels). 

You find yolurself losing interest with 
the job at ^and, that is until it gets 
going. Wheh it does, then the game 
becomes extremely frantic and highly 
addictive...just one more go please! 
And then there is the two-player mode 
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& seek PuZ-zie 


In one player mode you 
get five different ways 
to play Tetrisphere, The 
Rescue and Hide and 
Seek modes are almost 
identical, but the 
Puzzle mode offers a 
new challenge. 




This guy leaves the 
opposition in a spin! He 
would have no chance in a 
fight, but his speed makes 
him an excellent dancer. 


As the name suggests, this 
boy is big and heavy, and 
as a result of this he is 
rather s-l-o-w. 


Possibly the best bot to use, 
but I don't know why. It's 
probably to do with his droopy 
eyes and excellent paint job. 
Just look how he shines! 
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The game that started it all off, the original Tetris, seen on the format most people have experienced it 
on, Gameboy. 
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where you can compete with up to 
eight people in a .t^rnament. This 
differs slightly froffl the one player 
game in the way yl can send 'dark' 
blocks over to your ipponent's side in 
a similar fashion to ^uzzle Fighter. 

This is all complete i customisable, 
lau can choose thej iype of blocks you 
want (up to six), the amount of core 
you have to reveal and even the music 
you want to hear, great! 

The sphere features some very 
impressive polygon handling type 
stuff, but despite using distinct 
colours for the blocks the graphics are 
somewhat dull and this gives the game 


something of a dark and moody 
atmosphere. This is exaggerated by the 
game's soundtrack, which I have to 
admit is superb. The tracks vary from 
acid-funk-hardcore-breakbeat to 
ambient Aphex Twin-style techno, and 
there is even some secret music 
accessible by entering a secret name, 
and this is very weird (but cool) to say 
the least. 

This is a difficult game to score 
because it is so different to anything 
Tve ever experiencet^efore. I think 
that the people thatj|his will appeal 
to are those that enj 
Cube and all of its 


take you a while to get into this 
game at first but when you do you 
will be hooked. Tetrisphere combines 
elements of skill and thought with 
manual dexterity which gives it an 
addictive nature. Playing it with a 
friend can be great fun, but the one 
player game is equally as rewarding 
and should last you a long time with 
loads of different games to master. 

Try before you buy, because this 
game won't be to everyone's taste, 
once you do though you'll know all 
about the'p/7ere! 
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A These die the 
robots that you 
have to rescue - 
there's one in each 
of the 100 spheres 


Tu^ifie 


Turbine looks like he's come 
from part of a boat - that 
would explain his good 
speed and power? 


The fastest of them all but 
his power is a letdown, and 
as the well-known saying 
goes, 'He may be quick but 
couldn't even dry your hair; 




No, not some dodgy 
euphemism but the name of 
my favourite 'bot. He's 
almost as fast as Rocket 
with extra power. 


The default 'bot. With 
average speed and power, 
this geezer is good for 
the beginner. 
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During the 
summer StarFax 
made more 
money than The 
Lost lUorld Film " 
it became the 
Fastest selling 
game in history. 
Douj the Foxy 
one makes his 
long aujaited 
European debut. 
Is all the hype 
surrounding the 
game JUSTIFIED 
or is it all just a 
smoke screen?... 


Jjis ' s 
comment 

The sequel to Staru/ing has flnallg 
arrived in the UK, and apart from the 
name change, it's been uiell uiorth the 
uiait. Ule've been playing the 
Japanese version for a feiv months 
now, but the English speech adds a lot 
to the game, which has a surprisingly 
good plot/storyline. The game is 
definitely easier to complete than 
Staru/ing, but to complete the game 
properly requires taking secret rout es 
and taking on a completely different 
end of game Rndross, and even with 
the help of our guide this should keep 
you playing for quite a while. If you 
liked the original you'll 
fall madly in love with 
the 64 incarnation. 

And if you've never 
heard of Starwing, 
you've never witnessed 
what a man like Hiyamoto can do to 
a genre as seemingly tired as 
shoot-'em-ups. 




^ Astonishing 
graphics, superb 
gameplay... it's all 
the reasons urhg you 
bought an H64 


lilhat'B in a name? 

n s the European release of Starfox drew close, my heart 
began to beat faster, memories of the original SNES 
game lingered in my BRAIN and made it wobble with 
joy. Peppy, Slippy, Falco, and most importantly. Fox 
McCloud would soon be back and a part of my life 
once again. I would be soon spending most of my waking (and 

sleeping) hours trying to defeat the evil Andross and his gang of evil warlords. But then, without warning, I found 
out that Starfox was no longer to be known as Starfox, it was going to be called Lylat Wars...YOU WOT!???!! 

Legal wrangles and the (supposedly inconspicuous) Starwing name aside, they could have chosen a better 
title. After all, who's going to buy a video game which sounds like something you would buy your Gran for 
Christmas? Apparently, Lylat is the name of the galaxy that the game takes place in and therefore the name 
makes sense to someone. Somewhere. 

Anyway, enough petty nit-picking, lets talk about one of the most eagerly awaited games since the 
Nintendo 64 was announced, Sta...er...Lylat Wars. If you've never experienced the SNES version or you've been 
living in a cave for the last six months then I'll bring you up to speed: you play Fox McCloud, ace pilot and 
hardened adventurer, and your home planet of Corneria is being invaded by the evil warlord Andross. It is your 
job, along with your fellow defenders, to defeat this monkey and send him home with his tail between his 
rather puny legs. To aid you on your quest you have the help of your fellow battle-hardened warriors; a frog, a 
rabbit and a blue bird. Great. 

You have to defeat the enemy on each of the levels, slowly working your way back to Andross' HQ where a 
massive battle ensues with you as the victor. Well that's the idea anyway. 


Eye^candy, yum yumm 


The first thing that you will notice when you turn on the console is the jaw-droppingly beautiful visuals. This 
has got to be the best looking N64 game yet. You might be looking at the screenshots on this page thinking, 
'Yeah, looks okay...', but you have to see Lylat Wars move to believe it. Everything is so well defined and moves 
so smoothly. Seriously, this game looks better than real life - it's that good. You get dogfights featuring 
hundreds of ships, huge meteorites tumbling through space and massive boss characters all superbly animated. 

The boss on the second level even taunts you with a 'come on' gesture 
with his robotic hand. There is so much more: water ripples when you 
fly near the surface and when you shoot into the ground little laser 
burns are left behind. It's little touches like this that make us games 
reviewers purr like well fed cats. This game is just about the best 
looking game in history. Ever. 

The gameplay is basically the same, or at least very similar to the 
original Starfox on the SNES. The majority of the levels are linear affairs 
where you must survive to the end (and those accursed pointy arrows are 
back as well), picking up various power ups en route, where you will 
encounter, and have to defeat, the level boss. However, Nintendo have 
obviously listened to the critics to some degree and have incorporated 
more interactivity into some of the levels, whereby you will come to a 
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'fork in the road' and have to choose 
which route to take through the Level. 
This is not a great enhancement but 
means that you will come back and 
play the level again to see what was 
down the other 'path' The biggest 
change to the gameplay, however, is 
the inclusion of'three dimensional' 
battle arenas into the game. By that I 
mean that you have complete freedom 
of movement over a certain area and 
this is where the game can be at its 
most enjoyable. Embroiled in a 
massive dogfight with fifty or so alien 
spacecraft, having to answer the calls 
of help from your friends AND having 
to destroy some kind of mothership at 
the same time. This can be a very 
intense experience. 

There are various routes that you 
can take through the game to get to 
the end of game boss. There are sixteen 
or so levels (not including secrets), now 
this may not sound like a lot, but the 
game is structured so that in order for 
you to get to them you must either 
score highly or do something that 
alters the 'storyline.' For example, in 
one level it is your job to protect an 
outpost on one of the planets friendly 
to your cause. When you first arrive 
everything seems straightforward 
enough - the enemy are not exactly 
difficult to shoot down. But then the 
evil Wolf and his band of renegades 
turn up and these guys are much harder 
to kill. If you manage to defeat them 
then the planet is saved and you will 
progress via a different route on the 


^ The foxy fella doesn't just get an 
Airufing to battle with... 

map, albeit a more challenging one. If 
however you do not defeat Wolf and his 
men then it isn't game over, it means 
that you will take the more ordinary 
path. This is a great idea, one that will 
keep you coming back to this time after 
time after time because apart from the 
challenge, it is worth it just to see the 
increasingly amazing graphics. 

Batuel 

You don't just get to pilot your 
A’l'wing ,. 

vehicles which Fox utilises - a 
submarine and a tank. This offers 
more than just different graphics, it 
radically alters the tactics and adds 
welcome variety to the game. Not that 
variety is a problem with this game, 
what with the four player battle mode 
option. If played with four friends this 
can provide you with an astonishingly 
intense experience. In fact this is the 


feature that makes this 
game a must-have game 
in anyone's book. The 
only comparison I 
can think of is with 
Mono Kart battle 

mode, which is on a similar par to 
this for sheer fun. Even when four 
people are playing there is barely any 
slowdown. The only fault is that you 
only get a choice of two arenas to 
fight in, but this hardly seems worth 
mentioning, as you don't notice the 
scenery when you're playing! But I do 
advise playing it on a fairly large 
screen TV, because I experienced some 
serious eye-strain after playing on a 
14-inch monitor. Okay, I had been 
playing for five hours non-stop! 

When you compare this to the US 
version, it's obvious that the game 
suffers from the same accursed PAL 
slow^wn that most N64 games do. I 
wouldn't say that this was a major 
problem, especially if you have never 
seen an American game running then 
you won't even notice the slowdown. 

This is an incredibly polished title, 
which really shows off what your Nb4 
can do graphically, in fact this is the ’ 
sort of game you show to your mates 
when trying to convince them to buy 
one. Try to imagine a Manga cartoon 
crossed with a Godzilla movie, crossed 
with Independence Day, crossed with 
Disney and you'll get some idea of the 
feel of the game. The sound is cool too, 
you get loads of banter over the radio 
from your friends and taunting from 
your enemies. The music is great, 
giving the whole experience a cinematic 
feel to it. But it has a Lot more to offer 
than just flashy graphics and noises. 

The levels are long and varied and the 
difficulty level is set in such a way that 
you are never frustrated; the game will 
let you get a little bit further every 
time you play it. 

I can't recommend this game any 
more highly - this is one of the 
reasons you bought your N64 in the 
first place! And if you've got three 
mates and the extra joypads then this 
is a must buy! 

















The increasingly popular sport oF basketball passes and 
dribbles its may on to the Plntendo Bk. 

Bo put on your training shoes and yet ready For some 
basketball action in HBR Hanatlme. 


I thought that basketball had peaked in the seventies when the Harlem Globe Trotters 
were around, but it seems basketball is becoming more and more popular in the UK 
all the time. Apart from being an excellent spectator sport, the popularity could be 
put down to some of the stars in the game. Obviously the main ones that spring to 
mind would be Michael Jordan and Dennis Rodman - you know the flamboyant one 
who sports a different colour hairstyle every time he's on TV. Movies such as Space 
Jam, although not a particularly serious film, must also have helped to give the sport 
of basketball a real boost in this country, coupled with the arrival of television shows 
devoted to the game. 

So, can a video game recreate all this fast paced 
action, and can a video game recreate all the unique 
characters from real basketball? Well read on and 
find out. 

NBA Jam first appeared in the arcades in the early 
nineties, since its coin-op debut it has appeared 
on every major console in one form or 
another. Although several different versions 
have appeared, with extra features included 
with each edition, the basic game still remains the same as 
the original. The NBA Jam games have proved very popular over 
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the years and now it's the Nintendo 
64's turn to shoot a few hoops in the 
Latest addition to the series, NBA 
Hangtime. 

Never taking itself too seriously, 
NBA Hangtime is chock full of gravity 
defying dunks and balls that catch fire 
if a player is doing well. Newcomers to 
this series expecting a simulation type 
game will be disappointed as this is a 
fast and furious arcade approach to 
basketball. However those who are just 
after a bit of fun may find this style of 
play suits them perfectly. 

Check your headi 

All 29 of the NBA teams and many of 
the players make an appearance in 
Hangtime, making it a basketball fan's 
heaven, and it also includes a feature 
to create your own player. As well as 
inventing serious players there is a 
more amusing side to this option, as 
there is a range of different heads on 
offer to give your character a rather 
more comic appearance. This unusual 
option to change your head isn't 
content with giving you just human 
heads to mess about with; pigs, aliens. 




children and a whole host of other 
oddities are selectable too. An option 
to change the shape and size of your 
player is also present - apparently 
shorter players are better at three 
point shots whilst a taller player will 
excel at dunking.This doesn't add 
much to the actual game but for a 
while it can be mildly amusing, by the 
time you've finished editing your 
characters you'll end up with 
something that looks like it's been 
dropped from the cast of Space Jam. 
The creators of NBA Hangtime have 
hidden hundreds of cheats to access 
secret players and secret modes of 
play, these include being able to play 
as the games developers, playing the 
game as babies and even a hidden 
court on a rooftop. 


rm the 
PirBBtarteri 


The unique point that 
makes the NBA Jam 
series different from 
the rest is the 
impossible shots and 
dunks performed. 
Instead of skillfully 


aiming for the 
basket, the character will jump up 
about 10 feet into the air then 
perform a somersault or something 
similar. Then as if that wasn't enough, 
he will then pass it to his team-mate 
who is likely to attempt something 
equally daring before finally slamming 
it home in the basket. Phew! 

If a player can manage to shoot 
three baskets in a row without Losing 
a point that player becomes 'On Fire', 
this doesn't mean that the character 
runs around screaming for a fire 
engine, it simply means that he is on 
a roll and any shot he goes for is 
almost guaranteed to go in. When a 
player scores a series of three double 
dunks or alley oops then 
the reward is 'Team 
Fire', basically 
this implies 
that both 
members of 
the team 
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are 'On Fire', the downside is that 
this only lasts for 25 seconds of 
possession time. 

During this period of being 'on 
fire' the ball turns into a mass of 
flames with a trail of smoke following 
behind, when a point is scored with 
the ball in this state the net is even 
singed by the fire. 

All these extra features and bits 
and bobs must surely make NBA 
Hangtime a good game. Well sadly this 


isn't the case. What was once an 
original and novel approach to a 
basketball game now seems tired and 
dated, a lot of this is to do with the 
fact that apart from a few extra 
features this is essentially the same 
game that we saw five years ago. Many 
of you will remember the SNES version 
of NBA Jam, and at the time probably 
enjoyed playing it, however a few 
years on and 64 bit power instead of 
16 bit most of us will have higher 


expectations of a basketball game than 
this effort. 

This isn't the reason we bought a 
new console, to play a second rate 
basketball game that we could have 
played on a previous console, where 
are all the flashy graphics and new 
ideas, and what the hell has all the 
power of the N64 been used for? At the 
end of the day the truth is that this is 
a 16 bit game with a few bells and 
whistles, the actual game mechanics 
remain unchanged since the very first 
in the series. 

Having said that I can't really say 
that it's a terrible game, it's just that 
I can't understand the point of 




NBA Hangtime has numerous 
secrets hiding away inside 
that tiny little cartridge, 
ranging from the fairly 
useful to slightly 
humourous, not forgetting 
the completely unnecessary. 
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For soRie bizarre reason Midway have decided to give you the opportunity to change your head. Whether you prefer a child's head, an alien's 
head or an animal's head - the choice is entirely yours. 



releasing something that doesn't make 
any effort to exploit the technology 
it's offered. It really is a game best 
suited for the arcades, the sort of 
game you can stick in a couple of quid 
and have a laugh with your mates. 
When it comes to the home version it's 
a different story - it lacks the depth 
of other basketball sims which means 
boredom can set in very quickly. The 
developers would have been wise to 
put a bit more thought into the 
console conversion of Hangtime. 

For those of you that are fans of 
the NBA Jam series the improvements 
that have been made are few and far 
between, lets take a closer look and 
see just what's been added to this 64 
bit update. First of all players will 
notice the slightly improved 
commentary; the commentator now 
has a greater range of phrases and 


also each of the characters names are 
also included. As always though, in 
game commentators become very 
repetitive, and this particular one is 
no exception to the rule. The other 
main improvement that's worthy of a 
mention is the inclusion of a few new 
tricks and dunks, basically this is the 
same as all the previous games 
before, albeit with a bit of extra 
oomph! To sum up this isn't worth 
buying if you have a copy of one of 
the previous games, if not I can 
only recommend it to die-hard fans 
of basketball. 

The only redeeming feature of 
NBA Hangtime is that it utilises the 
four joypad ports of the N64, so if 
you've got a pocketful of cash to 
waste and are desperate for a four- 
player sports game, you could go for 
this, but the best advice is to wait 
for something better to come along. 
Konami's NBA In The Zone shows a lot 
more promise than this title and it is 
due at the beginning of next year, so 
try and be patient until then. 



^ High flying dunks courtesy of MBR 
Hangtime. Lets hope this player has 
some soft trainers to lessen the impact 
when he lands. 



HBA Hangtime 
Hiduiag 
Hlduiag 
Four 
Out Now 
Basketball 


Hame; 

Publishei; 

Deuelopei: 

Plageis: 

Released; 

Game Tgpe: 

Ueision: 


Beiy little difference 
betuieen this and the 
16 bit version. 


: Hildlg amusing 
: commentary, for 
about ten minutes. 
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Ithough this is probably the best beat-'em up on the N64 so far, 
V unfortunately it still needs to go a long luay to come close to any 
f ^ similar titles on the PlayStation and Saturn. On the plus side it 
t—does feature some excellent backdrops and the characters haue 
interesting moues. These moues seem to dram heauily 
{i[smTekken^x^A Soul Blade- ' 

mhich is not a bad thing by any . . 

means. I can't guite put my f -a 

finger on mhat I don't like j 
about but there is / ^ 

some uital thing missing. 

This shoms promise for ^ 

the future fighters, /^K 

but falls a little short ^ 

of the mark. 4 q \wm 


auing been a ^^ 7 ^/ 77 ? fan for 
years, I expected great 


from this latest | 

incarnation... and I'm not M 

disappointed in the slightest! I'm M 

uJilUng to concede that this still ^ 

doesn t compare with some of the PC 

games, such as BukeMukem. in terms of ViB 

character control but for atmosphere and 

ook. The leuels are bigger and better than euer 

5 and I'of ' r'’"’ *» " 

!! .k' U ® ‘mpiouements haue been made 


RBViBUJe Rouftd-u^ 


Re games age theg oPten lose some oF their 
appeal, so be sure that the score gou're 
basing gour purchase on is current! 


uias a little dubious about this title 

i as 1 looked at the box. but a tot 

placing it for the short mhile l 

allouiod mgself before going back 
to mote mundane uiotk, 1 was desperate to 
play it eggin Some of the early *1 

!nd inuolue little mote than crashing into 
knock them down but later on the leuels get 
and really get you thinking, as you try to si 
b"fere yeur time runs out. 1 wo uld compare 
Pilot flfrngsfauoutably. as i ^ 

both games ate similar in I 

concept -• but Blast Corps | 

definitely has the edge, mith ^ 

a lot more action, puzzle BT^I 

solving and explosions! 
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f t's uory difficult to play this game without drawing 
comparisons to Mario 64, which is obuiously going 
^ to win hands down. But if you can possibly forgot 

^ about Mario for a second and look at Ooraomon on its own 

merits, I think you'll find quite a quirky little platformer 
in there somewhere. Despite its similarities with Mario 64 it does haue plenty 
of of its own original ideas; it's just a shame that these are far outweighed by 
the ideas that were left out! If you'ue completed Mario and are looking for 
something vaguely similar, then this should keep you amused for a while. Just 
don't expect the blue and white furball to fill Mario 's shoes. BN 


A s the only football game available for the 

H64 this wasn't a bad effort, but after seeing 
ISS Soccer 64 we had no choice but to reduce our ' ' 

initially quite enthusiastic response. EA's FIFR series must surely be the most 
successful footie games ever, but when /Jlf arrived in the office and blew away 
everything that had gone before, we were left with no choice but to amend our previous 
score to reflect just how superior Konami's top kickabout really is. This isn't really 
that bad a game, it's just that its opposition is the best footie game ever made! BN 


GolGo! IHiublemakers 


MM don't understand it but 
I like it. Go! Go! Trouble 

is so full of bright f J 
colours, you'll think it's 
going to explode any minute into a jelly 
rainbow full of sponge fingers 
and cherries. And that just about 
sums up the gameplay as well. 

It's all cute and chubby sprites 
biffing and throttling one another 
in the nicest possible way. On the 
down side, if you're not fluent in 
reading Japanese you won't haue 
a clue what's going on, as various 
characters keep appearing to try to 
explain stuff. Still playable but 
you're better off waiting for the 
official release. BN 
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tuio player mode, lllhat with 
some swift passing, rasping 
driues, eccentric keeping 
and of course the all important 
scoring celebrations, this boy 
has got it all and is certain to 
be a worthy addition to the 
footy sim. Premier League. Go 


issue one 
score 


and buy it! Bh 
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Hexen Bh 


W hat is this doing on .jislj. n.ch.«kr<' ' ‘i'lj 
the M64? In the past Sr;;i ^ 

few months we'ue ^ 

been treated to two of the most *»’ ^ ^ ^ 

excellent and enjoyable first J»li. i| 

person perspectiue games euet, ji i 

tomand rurfl/r, and then all 
of a sudden Hexen comes along 
What do GT think they are up 

to’ Bo theg think peoplo won’t soo past this facado. this choap att mpt 
at a cash in? Tho gamo itsolf looks oxtiomolg datod. 
was a straight PC to H64 port, and takes no adwantage of the pown 
tho H64 has to offer, Tho graphics are bland at host and the louol 
design reallg lacks imagination. Tho onlg thing 1 can sag in fauour 
of this is that it’s the first gamo of this tgpo that boasts a four 
plagor doathmatch mode, but euen this soon becomes tiresome after 
^ou’ue reuisited the same leuel for the umpteenth time, 1 
four-plagor deathmatches then be sensible, be patient and wait like 
the rest of us for Duke Hukem. BM 
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score 


Human 
Grand Prix 


~ fter happily playing on some of 
/\ the forthcoming racers at the E3, 
really think that we're left with 
“^no choice but to score Human 
Grand Prix Amn. Sadly, when you compare 
it with such titles as Extreme ^and Multi 
Racing Championship, Human might as well 
be Pitstop ?on the Commodore 64. It just 
doesn't match up to them on any criteria - 
except maybe the number of tracks (not their 
quality). Hopefully the US/UK version, FI Pole 
Position will be much improved! Bk 
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Idy this game on 'Ludicrous' speed 


W and gou'll know about adrenaline. 

' Initially fast and furious, it can 
seem like a 'free-for-all, who can get one of 
the combos in first and bash the buttons 
quickest' test. Howeuer, after playing for a 
while, it has more subtlety than that - but 
nothing that matches the instinctive feel of 
Tekken. The animation is jerky and at times 
there's quite a bit of slow-down. Okay, so 
admittedly this is when a 32-moue combo is 
going on - but surely the H64 should be able 
to handle it? 


Issue tvo 
score 


S O it's got some new tracks and the graphics are 
better - but it's still Mario Kart, just with a '64' 
tagged on the end. Don't get me wrong, I was (and 
still am) a fan of the original game, but really, 
what s the point? If all we re going to see on the Nintendo 64 
IS souped up versions of old Nintendo titles - and at a souped 
up price too - you might as well buy yourself a SNES That 
said, I can see the appeal of the title for those who missed 
out first time round It's still fun and addictive - ^ 

especially in the multi-player mode Just think U 

carefully, and do try before you buy... q|| 
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score 




ml reviewed this 
V V back in issue i 
two we were drawn in 
by the cutesy amusing 
graphics and the quality 
of the two player mode . 

Since then it's become 
inaeasingly difficult to find a human 
opponent, as more and better games 
anive in the office, forcing whoever 
wants to play it to do so against the 
computer. The fact that this game 
rarely makes it out of the cupboard 
nowadays is enough to wanant a score 
reduction, and the incredible difficulty 
of the one player mode leaves us with 
no choice. It's fun with a friend but 
frustrating on your own. GM 


SjpjjTO ith the arrivals of both War Gods 
llAl I Mortal KomhatTrHoqy\ia% 

suddenly began to look more dated 
than ever. For fans of the series this is still one 
of the best Mincarnations - it's just that there's 
really very little to separate this title from it's 
16-bit predecessors. 

Another reason for us changing the score 
is that we originally scored this more highly 
than Killer Instinct Gold, which judging by 
the number of letters we've had on the subject 
is widely considered to be the better game - 
it's only us who think it's an unplayable pile 
of crap! BM 
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IflMJ ^ classic game but the truth is 

■ that it's not often that ure take it out of the 
Totrl 64 cupboard - except to lend it to 
someone uiho hasn't luitnessed it before. Rll the 
missions and the different craft are uaried enough to 
keep you playing for ages but nine out of ten H64 
oujners in the Totrl 64 office - uiho expressed a 
preference - said they preferred the manic and 
explosiue gameplay of Blast Corps. In light of this 
uie'ue had to reduce the score slightly - but it's 
still rated as a must buy, a s one of the al l time 
classic pieces of softmare 
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game than Cruis'n TOand deserves to be a minor hit. Hot a bad game by 
any means but uiith Lamborphim 64 ant Top Bear nearing completion 
it looks as though MBCcquU be in for a spot of very tough competition. BH 


can't really see 

Nintendo are coming from releasing 

something like this. You'd have to be a certified nutter to fork out 
' another 60 odd big ones for the pleasure of a shudder every noui and 
again when the dungareed one falls on his arse, so mho's left to buy it? Hem 
ourners might as moll take advantage of the extra feature but it seems to me 
to be nothing more than a gimmick to drum up support for the jolt pack. 
Obviously the more games it's compatible with, the better it sounds - but only 
with your fingers in your ears and a goldfish up one nostril BN ^^9 


^^■^r^^first you would think that Ufaire 
would be an ideal game 
>1* to use with the Rumble Pak - 

^ ^a rumble in your hands 
W when you hit those waves seems like a 
ill great idea and is more than likely to add to 
P the experience of riding a jet-ski. The trouble 
is that there are so many waves in this game 
0 and the pak vibrates to some degree on every 
single one (makes sense] so it's 
! constantly buzzing. This has the 
I effect of actually distracting 
j from the gameplay, rather than 
£ adding anything to it. It is very 
^ disconcerting to have the pad 
^ constantly vibrating when you 
I are trying to control your jet-ski 
! and it's got to be the wrong sort of feeling 
i anyway . A short sharp jolt when your jet-ski's 
nose hits the wave would have been more 
V appropriate than this constant buzzing. Having 
said that though, the feeling quickly moves 
- into the background but never stops from being 
a nagging initati on, so it makes you wond er, 
t what's the point? 
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I In H classic to get the H64 
^ ■ ■ treatment is here and it's just as good as uie'd 

hoped it would be. The tank, submarine and open leuels 
add a large dollop of much needed uarietg, and the 
ouerall effect is guite stunning. Graphically Starfox64 
is the biz but it's the multiplayer option that makes 
L it. Admittedly the small quarter screen uiewing 
1^ windows take some getting used to but it does 
make for some wicked four player battles. 

The only real disappointment is that it 
^ would'ue been nice to haue a two player 
^ option with half a screen each... but I 
guess that's just being picky. 

Ultimately it's still a fairly basic shoot-'em-up, but if 
you liked the SUES version you're definitely going to 
love this one. 




Star Wars: 
ShadouiB oF 


T his game was one of the most 

eagerly awaited of the launch titles, 
but unfortunately failed to deliver 
the goods on all but two or three of the ten 
levels. The number of letters we've received 
from people who've bought it and been very 
disappointed, or have thanked us for warning 
them away from it, leaves us with no choice 
but to emphasise our warnings to other readers 
with an even lower score. One to avoid! 6M 


issue four 
score 


~1 ver since this game was first seen, it's been hyped up as the 'the 

UiMlfist video game ever' and to tell you the truth, it doesn't fall far 
short of that title Nintendo have brought Mario to life in the most 
convincing 3D world I've ever seen he runs, somersaults and can even fly - 
all in superbly animated style. All the familiar Mario traits are there as well - 
the infuriatingly addictive gameplay from his SNES incarnations, the 'throw 
the controller at the wall and pick it up five seconds later' syndrome. This is 
what video games are all about BH 


M ost of us in the Total 64 office 
are big fans of golf games such 
as Hctua 6olfon the PlayStation, 
so the fact that this has HEUEA left the 
shelf since it was reviewed back in issue 
one must mean that there's something 
very wrong with it. If this game had been 
released on the Commodore 64 ten years 
ago, it still would have come up on the 
scorecard as a bogey when compared with 
the classic Leaderboard. The fact that it's 
in Japanese doesn't help matters, but no 
amount of irritating commentary could 
redeem this effort. Fore! 
























































D tn't you just hats thoso i^plo uiho 
drono on 4 yut houi tho PlayStation is 
bottoi than tho K64? UJaall know that 
Nintondo's machincieally haa^lai hiyhai 
standard of yamos- eucopt if vmissing 
I ono yontB Tho M64 loally noods i 

tnat-'om-up, it noods a IVckon of 
jPUjjn^ its own to shut thoso PlayStation 
owners up for good. But this, 

^ iadly^ is not it. 

^ai/5 takes its gamoplay 
^ from Mortal Kombat And then 
' transfers it into 'wondrous' 30 
and this is the main problem » /fdThas 
^ become uery dated since the lik« of 
Ifhtua FightoxAnA Just doesn't 
9 hack it anymore. For die-hard 
fans ofonly. BN 


‘ not normally a big fan of thV ™ 
; typo ofyame. but Ttf/ttiffiost ^ 
^ JLi has a lot going for it . : 

fer The graphics look superb when ^ 
they're moving and the nunds that i 
surround yous you play anxtremely 
atmospheric- There are a lot of things that 
Impress me about th^ame but the big 
talking point would definitely be thr 
variety of ways in which your enemies ’ 
can die. If s^^tlsfylng to see tis guy ^ 
that was trying to kill you nelly sufferings 
ho tain hts liit breathi If you's reading this 
review In two minds, go with the one thaf s 
telling you to buy this ' If istilt^challen^ 
io^Boom 64 In the playability stakes. BN 
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T he closest I've ever come to a real jet-ski would probably be 
when I was about six, splashing around a Northampton 
pond in a rubber dinghy. After playing Waue Race I've 
decided that maybe I should broaden my water sports horizons and try 
it for real. Quite simply, this is an extremely playable and unusually 
original piece of software. As far as I can see, the only thing missing is \ 
a Pamela lookalike to dive in and rescue you when you fall off. If you're 
after a racer for your 64, avoid the traffic and take to the waves! itm 
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T his is still by far the best ice hockey game on the market at the moment, 
but at the end of the day - it's ice hockey! And unless you're a big fan of 
the sport you'll most probably get bored of this uery guickly. It's a great 
fast game, uiith a good multiplayer mode, but when compared with some 
other sports games this just seems incredibly shallow. More of an arcade 'couple of 
quid' than a' £50♦ lasting appeal' . Bk 
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SETUP 


Wonder Project JZ 


issue five 
score 


f was quite looking forward to playing around with a young Japanese girl 
when I heard that I could saue my plane fare by getting hold of a copy of 
Wonder PiojBct 2. Imagine my excitement! Unfortunately the game is a 
little too realistic in that - with Josette being Japanese and euerything - she 
speaks in Japanese, which might as well be binary as far as I'm concerned. My 
aduice to anyone who's thinking of buying this is to become fluent in Japanese 
first, because after about half an hour of play I was still on the first screen, and 
getting uery frustrated! Bk 
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RBM PERIPHERALS UPDATE 


Xtras! Xtras! 

With your local gaming emporium poetively bureting at the 
Beams ujith third party control pads, it must be conFusing as 
to Luhich ones are ujorth your hard earned dollars. Well, this 
month me play test the best oF them and tell you the good 
From the bad and all that malarky... 



Official coloured pads 


fluailable in UK: 
Supplied by: 

Hanufactuiei: 

Price: 


Out Houf 
Hadiera Games 
Tel: 01485 570256 
Nintendo 
£ 20.00 


Yes we know, these are exactly the same as the pad that you got with 
your machine, but they are cool. They come in one of four colours 
(red, blue, green and yellow) and cost the same as the grey pads. 
My personal favourite is the red one, no blue... no yellow, arrghh, 
I just can't decide, they are all as good as each other. Being the 
same price as the greys, you might as well get one of these to 
brighten your life up. 


Especially Good Fon Mario 64, Turok, Blast Corps 
Especially Bad For Erm...nothing really. 



Okay, this monster of a pad is probably ideal tor all you puuty 
jacket wearing arcade types. It even comes complete with its own 
stick-on cigarette burns (joke). The detectable stick is identical 


to the ones you nna down tne arcaaes so it maKes me pau lueai 
for arcade style beat-em-ups. However change the stick to the 
analogue control and you'll be disapointed- it is nowhere near as good as the official pad. It is actually bigger than the N64 console and 
so it is unlikely that you'll want to take it round to 
your mates house. As good as any other 'arcade' f 
controller, but that's not saying much. 6M V 


Especially Good For: Killer Instinct Gold, 

MK Trilogy 

Especially Bad For: Mario 64, Waverace 64, 
Goldeneye . 


1 fluailable in UK: 

Out Hoiu 1 

1 Supplied by: 

Excitement Direct I 


Tel: 01993 844885] 

1 Manufacturer: 

InterAct j 

1 Price: 

_ £39.99 1 
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nBk PERIPHERALS UPDHTE 


Inter Act Superpad 64+ 



Instead of the usual three-prong design, the Superpad 64 goes for a strange 'PlayStation-type' two 
handle affair, lumping the analouge stick next to the D-pad. While this has the advantage of you 
not having to swop grips when using the D-pad, it actually makes it akward to use the 
analogue stick. The pad is comfortable to hold until you play any game which 

requires use of the analogue stick (which is most of them) so you ask the question 
'why change the design?' The autofire and slow motion buttons are obviously a 
bonus but I couldn't really find a game where they came in handy. Try before 
you buy. 


Especially Good Fon None really 
Especially Bad Fon Turok, Mario 64 


Ruailable in UK: 
Supplied by: 

Hanufacturei: 

Price: 


Out Houj 
Premier Direct 
Tel: 01626 202025 
InterAct Game Products 
£ 20.00 


InterAct 

Sharkpad 

Pro 


We like the look of this one. With it's distinctive clear case, 
this has got to be the most stylish looking pad on the market. 
The overall design is almost the same as the offdal pads with 
the analouge in the central position. It is very comfortable to 
hold and features something of a gimmick in the way that you 
can change the colour of the plasic underneath the autofire 
buttons- but if you had four of these pads then you could tell 
them apart by having different colours, ingenious! The 
analouge stick is more rigid than the official pad and this 
makes it surprisingly good for Waverace and ISS but the same 
stiffness makes Lylat Wars a bit tough on your thumb. Second 
only to the official pad. BN 


Especially Good For: 
Waverace 64, ISS 
Soccer 

Espedally Bad For: 
Lylat Wars 


Available in UK: 
Supplied by: 

Manufacturer: 

Price: 



OutHoui 
Madiera Games 
Tel: 01485 570256 
InterAct Game Products 
£20.99 


InterAct 
Sharkpad 
Pro 2 

A radical redesign of the first Sharkpad 
Pro which chops off the two 
handles left and right 
and extends the 
central one. The result 
of this is that you hold 
the pad rather than the 
pad sitting in your hands. 

Personally I prefer the 
latter. The analogue has 
been extended and it is a 
good half a centimetre 

taller than the official pad and this makes it rather more 
difficult to use. The shoulders are more rounded so the R and L 
buttons are more respnsive. Not as good as the original or the 
official pad. BM 

Especially Good For: Making your thumb ache. 

Especially Bad For: Sweaty hands. 



TOTAL 64 volume one 
ISSUE EIGHT 












THE FIRIHG LIRE LETTERS THE FIRIHG LIRE 




T hese pages are kindlg 
sponsored by Fire 
International - the 
manufacturers and suppliers 
of the BLHZE range of 

uideogame 
accessories. 
Each month 
the writer of the 
V star letter will receive 
a bundle of BLAZE 
goodies, including many of 
those in our peripherals 
feature this issue. 

So if there's anything 
you want to ask us or to 
comment on, please don't 
phone and stop us working 
on your favourite mag. 
lUrite us a letter instead, 
because we'll think a lot 
more of you as a human 
being and you'll also have 
a chance of winning some 
top accessories. 


You can unite to us at: 
The Filing Line 
Tothl 64 Magazine 
1, Roman Court 
48, Heuf North Road 
Exeter, Devon, EX4 4EP 


Or email us at: 
firing.lineiDrapide .co.uk 


just reproduced games, only with 
better graphics. The price of all 
these games, added to that of the 
console, makes this a very pricey 
machine to own. 

On top of this, I find that the 
games are fairly easy to complete 
and therefore the life span of many 
of the games is limited. For the 
price paid for the game I expect a 
challenge to keep me entertained 
with the console. 

Could you tell me if there will 
be any price reduction occurring 
at all for the games, at any time 
in the future? 

PS: I'm a really massive fan of 
Super Tennis and was wondering 
if Super Tennis 64, or any other 
similar game, will be released for 
the N64? 

■ Tony Hall - Emeworth 


First I would like to say that your 
magazine is great and by far better 
quality than any other N64 mag. 

Anyway, I'm a Nintendo 64 owner 
and I have four games (Mario 64, 
Mario Kart 64, ISS 64 and Pilot Wings 
64) and think all four are brilliant. 
I would like to ask some questions 
and would like some answers back 
in reply, please. 

1. Did you review NBA Hang Time, 
or did I miss it along with issue two? 
If so, then why isn't the review in 
the round-up? 

2. Why has Starfox been slipping 
in the charts in 'The truth' in issue 
six? Three of you don't have it in your 
top five, so how can this be possible 
for a 967o game? 

3. When we have our 64DD, does 
this mean when we buy a game we 
get a cartridge and CD (to avoid the 
loading time) and won't this be a 
lot more expensive? 

4. As the 64DD runs CDs, will this 
mean different speeds of 64DDs like 
PlayStations and PCs? 

5. Flow does Starfox 64 compare 
to Mono Kart 64 in four player? 

■ Carlo Sperti " London 

ne Truth... 

1. Ufe've had KBR Hang Time in 
the office for a while now - we just 
hadn't got round to reviewing it yet. 
Oddly enough though, we've actually 


This month iubYb 
introducing a nouj 
SBCtion luhich luiii 
hopoFUily inspiPB 
you to spark oFF 
somB nBuu dBbatBs. 
othBr than ‘thB RBM 
pricB drop'I 


The Truth ... 


I am sorry to hear that you don't 
appreciate the classic SNES games 
making an appearance on the H64. 
The fact is that these games were 
excellent on the original platform 
but are now far superior on the H64. 
The differences between the games 
you mention are far from being just 
graphical - Mario 64 especially has 
gameplay which is nothing like its 
16 bit predecessor. 

Regarding your request for Super 
Tennis 64, we've sadly not heard any 
rumours here at Total 64, but you may 
be interested to read our feature on 
old classics in this issue. 


First of all. I'd like to say that I 
am a huge fan of your mag and 
have purchased it since I bought 
a Super Nintendo - which I have 
since sold. 

Flowever, I later went on to buy 
a Nintendo 64 in late March - for 
£249.99, and I really must point out 
that the graphics are excellent and 
the sound quality is amazing. I was 
also very pleased to see some of my 
old favourites produced for the N64 
but I fear the originality of such a 
game range is minimal. Games such 
as Mario Kart 64, Mario 64 and ISS 
64 - while all outstanding - are 
virtually identical to what they were 
on the SNES, apart from the much 
updated graphics. 

The games, however superb they 
are, are also very expensive. I do 
believe that the price is a little high, 
especially seeing as how these are 


G'day! I'm just writing to let you know how excellent your magazine is 
compared with the Nintendo magazines from Australia. Even though 
Total 64 hits the stores here two months after its original release date, 
it is more up to date, and knows more about what is to be released in 
Australia, than our own magazines. Your release date information is 
always spot on. 

I would also like to congratulate you on your amazing play guides, 
that are packed with information that we all hang out for. Your honest 
reviews of games and accessories have been a big help when deciding 
which things to buy. I have bought several games. Super Mario, Mario 
Kart 64, Wave Race, Blast Corps, Turok and International Superstar Soccer 
on the strength of your reviews. 

Keep up the good work! 

■ Dominic Tonkin ^ Padotoiu. Hustralia 
The Truth. .. 

It's good to hear that we are more up date than the Rustralian H64 
magazines, despite being two months late. Let's hope the Australian 
release date section can be of some help to you. 

If you're particularly keen on the play guides, then look out for the 
Starfox quiAe featured in this very issue - and the promise of many more 
guides to come. 
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managed to revieui it in this issue in 
time for its UK release. 

2. Most of us here haue already 
completed Starfox finm and still turn 
back to ISS 64 and Mario Kart 64 for 
our gaming fiK. Starfoxvs still a truly 
brilliant game, and to complete it all 
properly, with all the medals, is not 
an easy task. 

3. You will more than likely just 
buy the cartridge first, as this stores 
all important game data and then the 
disks will be bought at a later date. 
These will include things such as any 
extra characters included and any 
new leuels. 

4. The 64DD will not actually run 
from CDs as such, it will work with 
writeable disks, which look similar 
to floppy disks but are larger. They 
will all run at the same speed. 

5. Starfox 64 is definitely a great 
multiplayer game but doesn't quite 
reach the standard of a four player 
bout of Mario Kart 64. 



□EAR T64 TEAM 


I am a keen Nintendo gamester and 
fan, and after buying just one of your 
mags I felt like getting a subscription 
(but I'd have to pay for it). 

Anyway, I so much want an N64, 
that I'd probably dance naked in the 
street for one! At the moment all I 
have is a Gameboy with about 60 
games (I've had it for a long time) 
including Donkey Kong Land 1 and 2. 

Now I am just the biggest Donkey 
Kong Country fan of all time, so is 
there a Donkey Kong Country coming 
out for the N64, because I might just 
be getting one? If there is, could you 
maybe do a review in a future issue? 

■ Reuben Camer [10] - London 

The Truth... 

If you're still considering going 
ahead with your naked dancing it 
would be a wise idea to make sure you 
get the money before attempting it, 
the reason being that you could end 
up making a complete fool out of 
yourself and not getting anything 
in return. 

In answer to your question, you 

will be pleased to know that there 
are plans to release a Donkeif Kong 
Countrg for the Nintendo 64, 
which should be available over here 
sometime in 'Q8. Be warned though 
- it may only be available on the 
forthcoming 64 DD add on, so you'd 
have to buy one of those as well. 


1 bought an N64 a month back and wanted to find out more about any 
new releases coming soon. I read Total 64 from cover to cover, and I 
enjoyed every page of it. The best part was your review of Mario Kart 
64, which has persuaded me to save up and buy it. I would be thankful 
if you could answer my questions for me. 

1. I own a PC and have enjoyed hours and hours of playing Warcraft 

2 and Command and Conquer. Is there likely to be a version of one of 
these games on the N64? 

2. I like sports games, especially tennis ones, so I would like to know 
if there are going to be any released. 

3. My friend keeps talking about how brilliant the N64 DD is going 
to be, but I feel it will be an overpriced piece of software that will flop 
as soon as it is bought out. If it is going to be released in the UK, how 
much will it cost and will it be worth buying? 

■ Jimmy Sibbald - Essex 

1. fls yet there are no plans to release either of these two games on 
the Nintendo 64. Both games you mention are probably best suited to the 
PC anyway. 

2. There has been no promise of a tennis game yet. This is a shame 
because here in the Total 64 office we are all particularly keen to see an 
updated version of Super Tennis. 

3. The 64 DD is actually a piece of hardware, not software. It is very 
difficult to predict whether it will flop or not, prior to its actual release. It 
probably won't arrive in the UK until late 'Q8, although it is due in Japan 
at the very beginning of next year. 



□ EAR FIRING LlNEl 

I have been a fan of the PlayStation for a very long time now, possibly due 
to the recommendations made by my friends. As soon as I'd saved enough 
money I went straight to the shop and bought one. I knew that the N64 
was going to be sold in the UK soon, but I was under the impression that 
the new Nintendo machine was not going to be as good as my Sony console 

- again based on inaccurate information from my friends. 

Well, after owning my PlayStation for a while and building up a collection 
of games which I considered were brilliant, such as FI and Resident Evil, my 
house was burgled. Even worse though, it was my next door neighbour and 
some of his mates who had done the deed. What a cheeky little runt. He is 
the same age as me and we have been friends for a long time; my parents 
even took him to school sometimes. Well he knew where everything was in 
my house - including the PlayStation and games - so when I came home 
that evening, my house was bare of all that I loved. 

The thieves were caught quickly, possibly due to the fact that my dad is 
a policeman, but unfortunately it was too late and my property was gone 

- it had probably been passed on to more criminal nomads. 

After this had happened I was down about having no console to play 
on, but as soon as the insurance money came through I started to draw up 
plans for buying a new console. At first I was simply going to buy another 
PlayStation, but due to the sudden price drop of the N64 - and the fact that 
I had only received a fraction of what I lost from those tight wads at the 
insurance office - I decided to take the plunge and buy an N64. 

Well, I'll never look at a PlayStation in the same way again. The N64 is 
well out of its league. If the PlayStation was the equivalent of Nottingham 
Forest - once at the top but now falling at a rapid rate - the N64 must be 
the equivalent to Newcastle (not that I support them), who have the artillery 
in their corner, with only better times to come. The joypad and the games 
are just so much better that any I have encountered before - so really, the 
thieves have done me a favour. This still doesn't get them off the hook 
though, and if I saw any of them near my house again. I'd give them all a 
damn good thrashing. 

When I bought the machine however I also got Shadows of the Empire 

- and what a let down that was. After that flop I deeded I needed some 
professional help, so that's when I started to buy your mag and I haven't 
been disappointed since. Since the first flop, I have chosen to buy games 
depending on your reviews which, may I just say, are dead right - so keep 
up the good work on them. 

Well I had better finish this letter because my hands have started to 
shake with Mario Kart 64 withdrawal symptoms. 

■ Stuart Taylar-Dover 

The Truth... 

Thanks for that interesting episode of Ciimeuiatch. Because of gour 
misfortune and excellent story telling, the star letter award this month 
goes to you. 

I'm glad the bad guys got their comeuppance in the end - hopefully it 
will put a stop to their evil doings. Luckily for you things are looking up. 
I'm not saying I agree with the crime, but it does sound as if euerything 
may haue turned out for the best, especially since you now own a K64. 

The funny thing about this whole story is that the crooks ended up 
with a PlayStation, so in the end all they got was an inferior console, 
which just goes to show crime doesn't pay. UJith dodgy neighbours around, 

I recommend taking extra special care of your new console. 
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□EAR TOTAL 64 


Well done on yet another brilliant 
magazine. I have a few questions and 
was wondering if you could please 
answer them. 

1. Whilst in America on holiday, 

I read an N64 magazine in which there 
was this guy who claimed there was 
a cheat for Mario 64 that enabled you 
to be Luigi. Is this true or is the man 
telling porky pies? 

2. When will Acclaim be releasing 
NFL Quarterback Club on the N64 in 
the UK? 

3. Will American games still run 
in black and white on a British N64 
machine, even with a convertor? 

4. What exactly is the British 
name for Starfox 64 going to be, as 
places I know of have called it The 
Lylat Wars or Starwing 64. 

5. Why does the time for Mario 
Raceway come up on Mano Kart 64 
when you push the R button on the 
title screen? 

6. I would also like to know if 
this is possible on Mano Kart. On Yoshi 
Valley at the hairpin turn it is possible 
to jump the small gap in the road, 
but for the life of me I can't stay on 
the road and always fall off. Is it in 
fact possible to perform this trick 
correctly, or not? 

Thanks very much and keep up 
the good work. 

■ Gary Ervin - n. Ireland 


ne Truth ... 

1. Despite many rumours stating 
that Luigi could be found in Mario 64, 
it appears that they mere just rumours. 
Doctored pictures appeared on the 
Internet shoming Luigi in the game, 
but he definitely isn't. 

2. NFL Quarterback Club should 
arrive over here in the UK sometime 
before Christmas. 

3. Fortunately most games mill 
run in colour using a convertor, but 
there are some exceptions - namely 
Ufauerace 64 and Starfox 64. 

Hem game convertors are being 
released all of the time to overcome 
these problems homever, so try and 
find the most up to date version you 
can mhen you purchase one. The 
Blaze convertors seem to be the best 
at the moment, mith version 3 being 
the latest available. 

4. For some bizarre reason that 
only Nintendo can explain, Starfox 
64 mill be renamed Liflat Wars in 
the UK. 

5. UJe guess some crazy Japanese 
man thought it might be interesting 
for you to see your best time for Mario 
Racemay on the title screen. Okay, 
in other mords, me don't knom mhy 
this happens either! 

6. The shortcut you mention is 
possible to do mithout coming off the 
track: mhen you land you can either 
brake hard or jump sharp left. 


All of my life I have never owned a 
games console - sure I'd played on 
them a couple of times and I once 
rented a SNES from a video store, but 
I'd never actually owned one. 

One day I went out to Dixons to 
buy a Nintendo Gameboy (which are 
excellent) and saw Mano 64 up on a 
demo on a TV - I was amazed at its 
sound and graphics so I inquired 
about the N64. £250 was a bit out of 
my price range, so I tried to forget all 
about it. About a week later I saw an 
advert on TV: "N64 only £149 - get 
into it!" and I had to have one. 

Soon after that I bought an N64 
with Mario 64 - to this day I still only 
have 107 power stars. I was thrilled 
with it, and soon went out to buy 
Mario Kart 64 with an extra yellow 
joypad, this was excellent too. Since 
then I have rented most of the UK 
games and some imports. I liked most 
of them, especially Shadows of the 
Empire and ISS 64. 

Anyway down to the questions 
that I have for you: 

1. Why do you give Shadows of 
the Empire such a bad press, when I 
think it's brill - and I'm not even a 
Star Wars fan? 


2. Is FIFA really that bad, 'cos it's 
only £30 and ISS 64 is £60? 

3. How much do you guys get paid 
for doing such a cool job? 

■ Robbie Betz [12] - Brighton 

The Truth... 

Ufhat a good choice you made in 
deciding to purchase a Nintendo 64 as 
your first ever console, mell done. In 
return I have decided to ansmer your 
questions for you. 

1. Shadows of the Empire did have 
a fern good levels, but I think Lucas 
Arts decided to be a bit too clever and 
do something 'different'. The end 
result featured so many different 
styles, it turned out very disjointed 
indeed. Although a fern people did 
like Shadows, the general feeling is 
that it mas a fairly average game. 

2. Yes, FIFA 64 is really that bad. 
Put it this may - mould you rather 
have something for £30 that you never 
play, or something for £60 mhich you 
play all the time? 

3. Here at Total 64 me all do the 
job because me love it so much. 


LUb get eackPulB oP mail every month, unPortunately a lot 
oP the lettere Beem to cover the eame topic. To try and 
CBcape Prom thiB, lue have decided to give you a gauge 
oP luhat the hot and cold topicB are each month. Sending 
in a letter mhich covere the hot topiCB BtandB a greater 
chance oP being Peatured in the mag. 

Hot as toast! 

!• What features would you 

like to see in Mario ^4? Part 27 

2. What axM-ons would you like to 
appear that haven^t already? 

3. What would you like to see in Total 64? 

Cold as ice! 

1. When is the 64DD coming out? 

2. My console is better than yours! 

3. N64 price drop moans! 



DEAR TOTAL 64 ^EGENOS 


I would like to say that your Total 64 mag is absolutely great. With your 
unbiased reviews and your realistic comments, you have quickly become 
the buying guide for most of my games. I was in two minds about buying 
a Nintendo 64 or a Playstation, but after some research, and buying your 
mag, I was on my way towards my new girlfriend - Nintendo 64. 

I agree with everyone else in the whole world - Nintendo need to bring 
their games out faster - and make them premium quality - otherwise I 
have spent approx. $600 (about £300) on three games {Mano 64, Wave Race 
64 and Turok) and a console. 

It was nice to see that Australia got a mention in issue four with our 
prices coming down $100, as did yours. If you think you have got it bad 
in the UK, try living here - from what I can gather our games come out 
about one month after yours, and your mag comes out about three months 
after its release. In Australia we use the PAL version, so your tips in issue 
four on Wave Race 64 were valuable - how dare Nintendo release a faster 
version of WR 64 to America? Also, the release dates of games for Australia 
was also valuable. (Although they were not all that accurate because 
release was delayed on nearly all the games). 

Anyway, I just thought you might like to hear what Australia thinks of 
your mag - and keep up the excellent work. 

PS. Could you please tell me what it says in Wave Race 64 after you 
complete a stunt? My friends and I always joke and say it says "What a 
gelati lover" but obviously it isn't. Also, when will your subscription be 
available in Australia? 

■ Luke moody - melboume, Rustralia 

The Truth ... 

It's unfortunate that you receive the mag three months late over there in 
Australia, and that the games are available even later than ours. Sorry the 
release dates mere a bit out of touch, but I'm afraid you'll have to blame 
the developers for that. 

Concerning your alternative Wave Race 64 comments, I have absolutely 
no idea uihat the commentator says. It sounds something like "UJhat a cool 
move", but I'm sure one of you uiill write in and prove me wrong. 


□EAR TOTAL 64 
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THE FIRIHG LIRE LETTERB 


FIRIHB LIRE 



I would like to start off by saying 
congratulations on the top series of 
excellent magazines you produce for us 
every month, keep up the good work. 

I have been a fan of Nintendo ever 
since the NES arrived in the shops. I 
have owned both the Gameboy, NES 
and Super NES, so it was no surprise 
that I would buy the N64. When it 
first came out I had my doubts about 
it - mainly because of the lack of 
games available - and the price. I 
mean come on - not all of us could 
afford the £250 price tag, and that 
was without a game bundled in with 
it. So I waited for the price to drop 
down to an affordable one, and then 
within weeks all of my prayers were 
answered. I went down to the shops 
and bought one, with Mono Kart 64 
and a second coloured controller, all 
for just £208.98, and I have never 
had doubts about it since. 

Recently, I have been getting a bit 
annoyed with my dear pride and joy 
because it keeps freezing up on me, 
especially when I'm trying to beat my 
time of 1.33.47 on Mario Raceway. 
Every time this happens I then have 
to reset the game and start all over 
again. This has happened a few times, 
and so I was wondering if this was a 
fault in the game - as I recently read 
somewhere that someone else had the 
same problem while playing Mario 
Kart 64. 

PS. Please answer my question as 
I am interested in knowing what you 
think is wrong, and what I should do 
about it. 

■ Paul JDluiBon - northumberland 


T/ie Truth... 



Sorry to hear that you're hauing 
trouble ujith your Mario Kart 64 cart. 
So far no one in the Total 64 office has 
encountered such a problem. If you 
get this problem uxith any other N64 
games, it would suggest a fault with 
your H64 - if it only occurs when you 
play Mario Kart 64 then it would seem 
that the cartridge is at fault. 

Either way, if this annoying fault 
persists, I strongly recommend taking 
the goods back and then 
making sure you get a 
replacement, then you 


back to work at trying 
to beat some of your 
best times! 

Artist: P.Ulilliams 



\ A z-e 5 50^ 


Any Sahlman 1131 Finland 


PriZBB! 


Larry Bundy Jr. Middlesex 


Richard 
He^sman 
[131 Surrey. 


Darren Pouiell [131 
UJ.Yorks. 


suliBcriptinn 


Kyle Heard [101 Merseyside. 

UJB’ve had a great response to this 
pics section since uie started it. 
UnPortunately lue don’t have room 
to print them all, but every issue 
uue’ll print a selection oP the best 
me receive and amard the minning 
artist a prize oP a year’s Pree Totrl 
6M subscription — not bad, ehl 

Just remember to include your 
name, address and age [somemhere 
other than mritten across your 
masterpiece] and iP at all possible, 
try to USB a large envelope, so that 
you don’t have to Poid it too much. 

Pencils at the ready, steady, go! 
LUb look Pormard to receiving more 
oP your entries and to amarding 
one oP you a Pree subscription! 


Gaiy Hendrie East Lothian. 
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THE FIRIHG LIHE - LETTERS - THE FIRIHD LIRE 



I think your mag is totally out 
of this world, but I don't know 
why you gave Shadows of the 
Empire such a slaying. I think it 
is one of the best games on the 
N64. And also, why are there so 
many different kinds of N64 
controller - what's the point? 

S Hick merar - Surrey 

lUhile all of us here at Total 
64 are huge Star Wars fans, the 


fact remains the Shadows of the 
Empire SmsX didn't do the game 
license any justice, although to 
be fair we haue also had many 
letters from people who haue 
thoroughly enjoyed the game. 

The reason why there are so 
many controllers on the market 
is that there are presently seueral 
different companies producing 
peripherals for the Nintendo 64. 
Which one you choose to purchase 
is entirely up to you - why not 
try a few to see which you like 


□EAR TOTAL 64 


OE AR IF I R I NG LIN 


You must help me! I'm on the run 
from Sega and they mustn't find 
me. You see, I was driving 
down a quiet country lane 
on Sunday evening, when 
I heard a large 
thud. I got out of ^ 
my car and had a 
look under the 
wheels - to my 
horror there was a 
horrible blue mess. 

It was then it hit 
me: I had actually 
run over Sonic the 
Hedgehog. I quickly 
tossed the Sega 
star into the boot 
and drove off at great 
speed. What am I going to 
do if Sega find out? 

They'll kill me! 


Could you please print my letter, 
because I've never had one of my 
letters printed in your mag. 

■ Daniel Bolton - 
neujbury 

TOb Tnth... 

If I were you, the first 
think I would*do is 
clean out your boot - 
it's bound to be 
smelling a bit by 
now and Sega will 
be right on your 
tail if they can smell 
their former star. 

Howeuer, I don't think it 
was Sonic the Hedgehog 
you ran over, he died a uery 
long ago - along with 
the Megadrive. 




I love the new mag and I've got all 
the issues - I have just sent off for 
a subscription. I have a UK N64, so 
can you please help by answering the 
following questions: 

1. I will soon be going over to 
America, and I heard the games were 
a lot cheaper over there. Is it worth 
my taking my whole life savings with 
me and buying a whole 
bundle of games and 
the universal 
convertor, or 
should I wait a 
lot longer until 
the games are 
released over 
here and are 
more expensive? 

2. Would it be 
possible to buy a 
controller over there 
and get it to operate 
on my machine? 

3. I have Mor/o 
64 and Wave race.. 

What game should I 
get next, that is not already 
out but will be coming out 
fairly soon? 

4. Is it true that Nintendo have 
postponed the release of Starfox 64 
over here and it won't be coming out 
until Xmas? 

5. Finally, when is the 64DD going 
to be released and how much will it 
cost when it is? 

■ matthBUj BauthBrndouin ^ 13 



The Truth ... 

1. Most of the US games you buy 
will almost certainly work with a 
universal convertor. The problem is 
that a few of the Hmerican and the 
Japanese games seem to run in black 
and white on a UK machine. Most 
unfortunately, you won't know this 
until you try them, so it's up to you 
to take the risk. 


2. H64 controllers 
from any origin 
should work with 
absolutely no 
problem at all 
on a UK machine 
- the controller 
ports are the same 
on all models. 

3. I would suggest... 
Lgldt Ufars^ Eoldenege 
or Blast Corps - it all 
depends on what type of 
game you prefer. 

4. Lglat ll/arss,\iQ\M be available 
by the time you read this, and it 
should also be packaged with the 
Rumble Pak. 

5. Don't hold your breath: the 
64DD probably won't see the light 
of day here in this country until 
Christmas 'Q8. 


______ (dear total ^4.^- -- .. — —--■ 

Well done! Frankly speaking, you are one of the best computer magazines I have ever read. 

The reason I wrote to you is because - as you can let me explain first - I own a Japanese N64, which I bought from Hong Kong for roughly £200, 
which came along with Mario. I bought it a year ago now, so I think it is a bargain but when my vacation was over, just when I was getting to grips 
with my dream machine, I realised I'd have to play it in black and white back over here. So, I bought a kind of NTSC to PAL convertor and took this 
back here with me as well. This convertor works for most games but not all of them and sometimes it's a bit irritating, but sadly I recently broke it 
accidentally and cannot repair it. 

So the reason I'm writing to you, is that I wonder whether you could help me and tell me what is the best alternative for this convertor and give 
me any more information associated with this matter. 

I also have a great idea for your magazine, which you might not know. There are many crazy Nintendo fanatics who are in financial crisis after 
buying many superb games, such as Starfox and Multi Racing Championship, just like me. I'm giving this idea to you because you are the brightest of 
the lot - you should add an extra column telling us the price the games would be worth for part exchange and how much they cost secondhand. You 
should also tell us the top ten buys of the month, so we could have a clue of which are the most 'worthy to buy' games. 

T Kit Laiu ' UJBBt midlande 


The Truth. 


So you urere one of the lucky ones who got an N64 months before its UK release. Unfortunately it seems that you have now have encountered one of 
the problems faced by import owners. Rs you were not more specific with your request for an adaptor. I'm afraid I can't help but if you go to your local 
electrical store and state exactly what you need, you should be able to pick one up with no problem. 

Rlthough your idea for part exchange values sounds good in theory, it really is down to the individual to get as much as they possibly can for their 
old games. The 'top ten buys' idea is also uery good, but as everyone has different tastes it makes it very difficult. This is where the reviews round-up 
can help you decide, plus our top fives can give you some idea as to what we think are the current hot titles. 
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Trick Score: 43747 
Trevor Scannell 


DDLPHin PRRK 

Trick Scoft 2^2416 - Trevor Scannell 


U K iH;i«ce 2’24.41 Jason King 

U K Uipt 0’48.71 Ricky Pearson 

U'k No Entry 

U‘& Ufp No Entry 


TIUILIBHT CITR 

Best Lap (US/jap): 0’28.940 - 
Ian Thorley 

Best Race (US/jap): 1’29.906 
Ian Thorley 

Best Lap (UK): 0'34.952 - 
Trevor Scannell 
Best Race (UK): 1^47.786 - 
Trevor Scannell 
Trick Score: 40412 - 
Trevor Scannell 


sunny behch 

Lap (US/Jap): 0*20.883 - 
Ian Thorley 
MatthevK Tighe 

Best Race (US/jap): 1*05.410 
laini Thorley 

Lap (UK): 0*24.887 - 
Trevor Scannell 
Best Race (UK): 1*17.693 - 
Trevor Scannell 
Trick Score: 20679 - 
Irevor Scannell 


Rai^iky Pearson 
Pearson 

Hick joii»es 

Niiek JotHiCS 


RHinBOUi mm 

m 6 02.46 tacky Ri:arson 

un Uf 1'45.05 Ricky Pearson 

US Race No Entry 

US lafjji Mas fjitry 


Ricky Pearson 
Ricky Pearson 
Justin Calvert 
Justin Calvert 


Cornerla; 22B 

niEtBa; 3Bfi 

Bector H: 137 

Aquas: 170 

Katina; 200 

Fortuna: 06 

Oolar; IIN 

ZonesB; 207 

Bector X: 2m 

Bector Z: 112 


Jason King 
Ricky Pearson 
Nick Jones 
Nick Jones 


GLRCIERCOHST 

Best Lap (US/jap): 077.468 - 
Matthew Tighe 

Best Ract fUS/jap): 1 29.345 
Matthew llgjae 
Best Lap (UK): 0*32.573 - 
Trevor Scannell 
Best Race (UK): 1*41.573 - 
Trevor Scannell 
Trick Score: 51812 - 
Trevor Scannell 


BuneET BRy 

Best Lap (US/jap): 0*22.622 
justin Calvert 

Best Race (US/jap): 1*11.238 
Ian Thorley 

Best Lap (UK): 0*24.969 - 
Ben Padley 

Best Race (UK): 1*23.308 - 
Trevor Scannell 
Trick Score: 23953 - 
Trevor Scannell 


Jason King 
Ricky Pearson 
Nick Jones 
Nick Jones - 


Jason King 
T. Mcallum 
Miles Guttery 
Justin Calvert 


Ricky Pearson 
Ricky Pearson 
Justin Calvert 

juBsfin Calvert 


BOUTHERR IBLRRD 

Best Lap (US/jap): 0*24.557 

Matthew Tighe 

Best Race (US/jap):1*19.103 

justin Calvert 

Best Lap (UK): 0*29.416 - 

Trevor Scannell 

Best Race (UK): 1*34.009 - 

Trevor Scannell 

Trick Score: 30754 - 

Trevor Scannell 


DRRKE LRKE 

Best Lap (US/jap): 0,23.970 - 
Ian Thorley, 

Best Race (US/jap): 1*14.828 
tmi Thorley 

R.«;st Lap (UK): 0*28.553 - 
Trevor Scannell 
Best Race (UK): 1*28.810 - 
Trevor Scannell 
Trick Score: 25429 • 

Trevor Scannell 


Ricky F^t^rson 
Picky F^r'son 

NiiCkjM(t’% 


)aso» King I 
Ricky Pearson 
Justim Calvert 
Jus:tiRi Calvert 


Jason Kimg 
Ricky Pe^iieiton 
Mii«% Cuttery 
jiiu!«iian Calvert 


When sending in your lists of 
scores/times please include a 
photo to prove that you*re not 
making up numbers at random, 
and possibly a photo of 
yourself which will make it ^ 
into the mag if we think ^ i 

you deserve it! 


mRRIRE FORTREBB 

Best Lap (US/jap): 0*24.275 - 
Ian Thorley 

Best Race (US/Jap): 1 21.520 
Ian Thorley 

Best Lap (UK): 0*27.865 - 
Trevor Scannell 
Best Race (UK): 1*33.716 - 
Trevor Scannell 
Trick Score: 30674 - 
Trevor Scannell 


Picky Pearson 
Ricky Pearson 
jiustin Calvert 
Justin Calvert 


j;4i$>ibin King 
paitLk/ Pearson 
Justin Calvert 
Justin Calvert 


BOUIBERCHSTLE 

UK Race 2’32.14 Jason King 

UK Lap 0'55.20 T. Mcallum 

US Race r24.43 Miles Guttery 

US Lap (k 47.80 Miles Guttery 

D.K JUGGLE PRRKIUHU 

UK Race 2’48.87 Jason King 

UK Lap 0*59.83 Ricky Pearson 

US Race No Entry 

US lap No Entry 

yOSHIVHLLEU 

UK Race 2*13.54 Jason King 

UK Lap 0*51.70 Ricky Pearson 

US Race No Entry 

US Lap No Entry 


Not content with beating everyone 
else, Trevor Scannell from Essex is 
now competing with himself and 
this month has actually beaten his 
own times! 

There is just one newcomer 
this month, in the form of Guildford*s 
Ben Padley, who has managed to 
take one record from the reigning 
champion anyway. Keep sending 
in your scores! 


PORT BLUE 

Best Lap (US/jap): 0*28.530 - 
Ian Thorley 

Best Race (US/jap): 1*28.278 
Ian Thorley 

Best Lap (UK): 0*32.409 - 
Trevor Scannell 
Best Race (UK): 1*41.505 - 
Trevor Scannell 
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any of you out there in video game land will have owned games 
consoles in the past, prior to owning a Nintendo 64. I think it's 
fair to say that the majority of you will have owned either a SNES 
or even a NES as a predecessor to your new console, and although 
you love your new machine dearly, you will undoubtedly still have 
fond memories of the past. Some of the games of yesteryear 
were absolute classics, without a shadow of doubt, and though 
the big N has already transformed and still plan to transform 
many more of these greats to the N64, dozens of SNES and NES 
hits seem to have been lost along the way. 

Don't get me wrong, I think Nintendo are doing a fine job 
on the updates they have done so far and I am sure their 
future efforts can equal - if not better - what they have 
already achieved. It's just that I seem to remember so many 
games, that^nost people would regard as classics, that have 
not beiifii#^^^y)lace on the 64 bit pedestal. Already 
games Kart 64, Pilotwings 64 and Starfox 

64 have all p^W^hat such games can work on a more 
powerful system, so why not treat some of the other oldies 
to a revamp? 


I will begin my nostalgic look at the past with Super Tennis, which you may remember was one of the first 
games released when the SNES finally arrived in the UK. To this day no one has ever managed to recreate 
this simple but addictive approach to a tennis game. Owners of this fine title will also recall the excellent 
two player game, which still remains one of the best examples of two player fun, even after all this time. 


gaatulf 



L%A/ 




A Nintendo 64 update of this classic tennis game has not yet been announced, but just think of what 
could be done to give the original Super Tennis a kick into the future. For starters, the most obvious feature 
to improve would be the graphics, as the originals were very basic to say the least. The courts could be in 
full 3D and viewed from any angle, rather like the some of the football games seen recently. This would 
enable some of the more spectacular shots and smashes to be replayed in their full glory. 

Definite winning shots could be zoomed in on - apart from looking good it would annoy 
the hell out of the losing player. 

One of the main advantages of Super Tennis coming to the Nintendo 64 would be the 1 
* ^ control pad: the analogue stick could be used to direct 

^ P’" P°^"* accuracy, which would give the game a real element of skill. 

Another advantage of the new joypad is the amount of buttons, which could all be used 
to produce certain types of shot, plus a run button could also be incorporated to give the 
player an extra boost to try and reach the ball. 

So come on Nintendo, don't overlook Super Tennis - it's a brilliant game that deserves 
^ another touch of your magic. BH 
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Stunt Race FX 






Stunt Race FX was the second SNES game to use the FX graphics chip, which was first used in Starfox to 
such good effect. The updated version of Starfox has gone on to become one of the finest Nintendo 64 titles "" 

available, so how and why has Stunt Race FX been neglected? 

Just imagine the graphics on Starfox 64, now think back to the original Stunt Race FX, add just a little imagination and you can 
come up with a racing game that's begging to be souped-up for the N64. The biggest boon for a 64 bit edition of Stunt Race FX would be a 
four player, split screen radng game and another idea could be to include a four player battle game, similar to the one found in Starfox 64. 

The tracks in the original Stunt Race FX were what made the game so challenging and addictive - although they were all fairly easy to 
negotiate, they took a lot of time and effort to master. Hopefully this same quality could be achieved in a new version, with secret tracks and 
secret modes of play as an added bonus. 

The potential is there to create another Nintendo masterpiece, in fact, I can't believe no one has remembered what a class game this was. 
The idea is already there for the taking, so please Mr Nintendo, take the challenge and create a shiny new Stunt Race FX for us. 









total 64 


Anyone who knows their shoot-'em-ups will remember Axelay as being one of the most original and best looking shooters on the SNES. Using the 
clever graphical tricks of the SNES, Axelay managed to achieve a pseudo 3D effect which worked very well indeed, and added a depth that hadn't 
been witnessed before. 

The most memorable thing about Axelay were the bosses, and one in particular lingers in my memory - a big demon type character, constructed .« 
entirely from flames, who swung out his fiery arms in an effort to put an end to your mission. ' ■■■:] 

End of level baddies could be a real feature in a 64 bit sequel, taking the ideas from the original and combining them with the graphical power ' 
of the N64. Character designers could have a field day designing the bosses for the update, letting their imaginations run riot on evil looking 
opponents. I'm sure that with the power of a new console, the developers could include fancy graphic techniques to give the end of level bosses 
some incredible moves and weapons. :! 

Another feature that could be implemented is the opportunity to fully customise your ship with bombs and lasers, 
making certain levels easier or more difficult, depending on your choice. This idea could be carried one stage further by 

only allowing access to secret areas with a certain weapon, encouraging players to vary their choice. ^ ' ■ 

1 could go on and on about how Axelay could be improved, but as yet no plans to breath life back into this game have 
appeared, which I think many of you would agree is a great shame. BHi ^ 

















On the SNES this was a totally original idea - a very simple idea, but definitely original. The graphics weren't exactly brilliant but they 
were colourful and served their purpose. Unirally was in fact frighteningly addictive, and kept you coming back to beat your best times 
and scores time after time. A split screen two player race was where the real fun was to be had though, battling it out with a mate with 
only a split second deciding the winner. 

The return of Unirally to the Nintendo 64 would be a welcome one, again because of the possibility of a four player game. Once more 
the analogue pad could prove priceless, letting players control the speed of the unicycle with the amount of pressure on the analogue 
stick. Crazy stunts could be performed by using the various buttons in combination with the control stick - the animation on these stunts 
would be incredible because of the sheer power of the Nintendo 64. 

A 64-bit Unirally could also benefit from the Rumble Pak: landing from a jump could create a slight vibration, whilst crashing would 
send the Rumble Pak into overdrive. In the original SNES game each of the coloured tracks had various effects on your unicycle, so the 
Rumble Pak could also be used to give each track a slightly different vibration. 

When the 64DD finally arrives, Nintendo could put this to good use by adding new tracks and sounds, and perhaps even include some 
different vehicles. The 64DD offers almost endless possibilities, so once again, let's hope Nintendo see fit to release a brand new Unirally, 
hopefully with Rumble Pak and 64DD compatibility. 
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Super Probotector 


When this Konami game appeared on the SNES, it was like a 
breath of fresh air. At first it seemed like a regular platform 
shoot-'em-up but every other level featured top down sections 
which gave the game a new dimension. Super Probotector also 
contained some excellent end of level bosses, who often filled 
the entire screen. Another nice touch was that you were able 
to carry a different weapon in each hand and weapons were 
easily switched between at the touch of a button. 

An N64 version could make a real feature of these weapons: 
imagine what the firepower of a gun could look like using 
the N64's complex hardware. A far wider range of weapons 
could also be available, with the essential secret ones that 
most games have nowadays. 

The levels in a new version of this classic game could be 
made less linear by including multiple routes, with some of 
them being fairly obvious, while other ones were well hidden. 
Routes to these more difficult to find levels could only be 
accessed whilst players used a certain weapon or travelled in 
a particular vehicle, adding depth and interest. 

This game seems to have been buried 
and forgotten, but Super Probotector 
^ was a pure classic and no mistake. If 

y Konami do eventually decide to give 

Probotector a new lease of life on the 
V ^ N64, I for one will be dancing in the 

^ streets. Well, virtually! BM 


W A Just look at those boys 
^ go, they'ue got big guns and 
fat necks - they uiant some blood! 
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Bonus 20000 


Bonus 20000 


U’ omo 


Buper Punchout ^ 

Perhaps not quite so much of a classic as the others mentioned, but a 
top game nonetheless. Punchout first appeared as a Nintendo arcade game 
sometime in the eighties, then reappeared on the SNES a few years later, 
adding the familiar ‘SupeP to the title. 

The player took control of a boxer, trying to fight his way up the ranks 
to become the world champion, and was viewed from a new first person 
perspective, which resulted in the player only actually being able to see 
the boxer's arms. 

If Nintendo decided to transfer this to the N64 they could include a 
myriad of features not present in the SNES version, or the arcade original. 
One of the biggest drawbacks of Super Punchout was the lack of a two 
player game - I know this would be hard to achieve due to the view but 
surely Nintendo could come up with something. Imagine slugging it out in 
superb 3D on the N64 with a mate - it would surely look incredible! 

Another let down was the fact that the moves for the character were 
very limited. Nintendo could increase the number of moves and possibly 
even include special signature moves for each fighter. Different playable 
characters could also be added to increase the longevity - only one character 
was playable in the previous versions. As a further addition, a training 
session before each fight could help improve or hinder the boxer's chances, 
depending on how well the training went. New techniques and moves 
could be learnt and overall fitness improved. 

I may be expecting too much, but I really think a cool boxing game 
wouldn't go amiss on the Nintendo 64. I'm sure, knowing Nintendo, that 
they would include far more than I can even begin to imagine - so roll 
on Punchout 64. BM 




As you can see, the SNES had some 
of the most innovative software available on me 
home market. So, we ask the question: is the SNES better 
than the N64? Obviously the graphical capabilities of the N64 
are far superior to that of its baby brother, but we think that 
the SNES can still hold its own against the N64 in terms of 
gameplay. Just look at games such asjjfqno World and Yoshi's 
Island, which took the platform genre to""anmjher^vel. You could 
also argue that Starfox 64 is|g^g mm|gj||pa graphically 
superior version of Starwing o^^^&^yPndyou, these games 
were released well into the SNES' lifespan and the N64 is only 
just starting out - it has not entered its second generation of 
games yet. 

With games such as Goldeneye you can see that designers are 
finding a way to use the 3D power of th|^^4 to produce int^ations 
in gameplay and not just graphics. Th^ future of the N64 looks 
extremely promising with (ironically) updates of such 
classic SNES games such as Zelda 64, Yoshi's 
Story and Castlevania 64 set to break new 
boundaries ii^me design. Also, look out for 
totally ney^ games like Jungle Emperor Leo 
and many ofthe 64DD games that are planned. 
The future fs bright, the future is Nintendo. 


So there you have it, a few of the old games that, in my eyes, are crying 
out for a bit of 64-bit attention. Hopefully someone will read my pleas and 
take notice. What do you, the readers think? Would you like to see any of 
these games on the Nintendo 64 - or have you got some other ideas for 
reworking old SNES classics? Tm sure there are many excellent games that 
I've forgotten, that deserve to be mentioned. Write in with your ideas to 
the usual address... if there are some particularly good suggestions, they 
may even get printed in the mag. 


Hew boy All is d bit of a handful - 
let's hope Super Punchout get 
the H64 star treatment soon, or we 
might all end up being used as 
human punch-bags! 
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This sly shortcut is extremely difficult to pull off every time but it can cut off the huge final corner of any lap. As you exit the tunnel a grey wall can be seen, 
this wall then joins a brick wall. Use a mushroom and speed towards the brick wall - you must position your kart about an inch from the left of the wall - and 
as soon as you reach the wall press jump. The cart will get stuck on the wall, however Likitu will pick you up and place you almost at the finish line. 


*ir 


cs 




»4iSL% 


^ I know we’ve mentioned this cheat before, it’s a very obvious one but it is in fact possible to enter the cave without the aid of a mushroom. All that’s required 
is a little jump at the very peak of the jump ramp - if you time this correctly you should sail Into the cave with no problems. 
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ISSUE EIGHT 


e map and drive along to the junction - when you reach this part of the course turn hard right and jump into the barrier. If successful, your kart should get 
the barrier and Likitu will come and fish you out Wait until Likitu drops you back down and immediately press A and B, hold right on the joypad and when 
ms right to face the barrier again, release button B. Now comes the tricky part - you must time your jump perfectly so that your kart leaps over the barrier. 
If done correctly, you will land in a lake and Likitu will rescue you once more, although this time he will place you much further along the track. 


vay around the track until you jump over the big hump, which is located just before you reach the corner with the falling boulders. Up above, to 
ere is a barrier shielding another part of the track - turn to face this section and use a mushroom. As soon as you hit the wall press the jump 
button and you will land on the other side of the barrier. This cuts out that awkward corner of the track where the boulders drop. 


This one is excellent: once learnt lap times of under 20 seconds are possible. At the beginning of the race, instead of going forwards, turn around and go back to 
the wooden bridge. Now turn around once more and go back towards the finish line. However, instead of using the track you nmjst jump on the snow to the right 
and travel along until you pass the goal post. Now go deeper into the snow and Likitu will eventually pick you up, then place you right In front of the finishing line. 
The most important thing to remember about this shortcut is not to touch any of the track once you leave the bridge. 
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As soon as you start this race, head towards the left of the first mound, jump at the very peak of the mound and you will land on the other side 
cutting out almost half of the track. There is a second, more difficult part to this cheat, which involves jumping back over the wall at full speed. Line 
yourself up with the finish line and head straight towards the wail - if you jump at the last minute you will go back over. Make sure that you land 
behind the finish line though, or you will end up doing the whole lap again. 


About three quarters of the way around the track you climb a long ramp with two turbo boosts. When you reach the top of this ramp, jump hard left and you 
will soar over the water and crash on the bank at the other side. Likitu will pick you up from out of the water and place you a few yards from the finishing line. 
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Near the beginning of this level you will notice a ramp that circles around. Instead of wasting time following this ramp, use one of your valuable mushrooms to 

jump the fence located on the grass and you will land almost at the top of the ramp. 













































Mg W Mario Kart, Top Gear Rally, Wave Race, 

^ Blast Corps, Mission: Impossible, Hexen 64, 

N Clay Fighter, Go! Go! Troublemakers, 

^ Multi Racing, GoldenEye, Doom 64, 

® StarFox 64, War Gods, Dark Rift 

^ • IMPORT SPECIALISTS 

■K Controllers, Memory cards, RGB leads, 

Transformers ^ 

WE SELL THEM... \ 

GUARANTEED 

vlADEIRA GAMES next day delivery 

Lynn Rosd, H63Ch3rn, Norfolk PE31 7JF official suppliers of import software to Total 64 

Tel; 01485 570256 0831 444041 anytime 

Email: STAINSBY@IVISN.COM 
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Mon • Sat lOant-Spm 
UKNINID<D064 

Killer Instinct 
Mario 64 . 

Mario Kart 64 
Pilot Wings . 

FIFA 64 

Turok; Dinosaur Hunter 

Star Wars . £49.99 

Wave Race . £43.99 

Int. Super Star Soccer Deluxe . £49 99 

HMtDWARE AND PERIPIIEIULS 

Game Killer Cheat Compilation 
Control Pad case 
1 MB Memory Card 
SMB Memory Card 
Official Nintendo 

Memory Card 256K 
S VHS Cable 

Joypad Sft Extension Cable 
Jolt Pack . . . 

Stereo AV Cable (Scan Cable) 

Officical N64 Pad 
Super Pad Pro 


Systems ^qsoo 39386o| 

0pm V- 1 


Mortal Kombat Trilogy . 
Clay Fighter Extreme 

Blastcorps . 

DOOM . 

NBA Hangtime 
Wayne Gretzky 
Lylat Wars Rumble Pack 

Hexen . 

War Gods . 




f Crycek . — .£4.00 

Yourself /. .C4.50 

{enclpde^a Pbptoy f apfi) 

Colony 

Official X-filifes l^p /. - 


I T VOUCHER SYSTEM f 

■ 1 voucher with each title purchased. r/Maste/CM 

1 . 7 . J Collect 5 vouchers and redeem £5 off future title purchases ^ ^ ^ 

VIRTUAL PETS IN STOCK 
NHniVS 


IBrade-ims available 



★ PlayStation 

★ Saturn 

★ Nintendo 64 

★ Mega Drive 

★ SNES 

★ Swap from £7 inc P&P 

Tel/Fax 01463 221173 

Office Hour: 




Mon-Tues & Thurs-Sat 10am-6pm 
Wed 12pm-5pm, Sun 12pm-4pm 
After Office hours telephone 
03744 95958 


onsole 

^ ^ , hange 

25 Greig st. 

Inverness, Highlands IV3 5PX 
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lidei&eBn BaMBneue vl dep to match ii 


ThiB iSBUB oF Total 6M haB given BaltlenByB \X\^ highBBt rating 
that liiB’VB given bo Far. To mark thiB occaBion lue have put 
together a competition to ceiebrate. 

The lucky uilnnur oP tliie competition uilll a copy oF 

BaMenBUB. To yet the Pull benePIt From Uii^yame you uiill nee^lljjl^tte 
multiplayer yame. so uie've dBcidBd to throurin Foui^oypado. Ra IF thl^M^iBin’t 


enouyh. the uilnner uilil also yet 


1 . Houi many yfPPiriiit 
aciori have playid 
Jamei Bond? 

2 . LUfio, or uifiit le 




3 , ilami tiui otlior 


liifiii ill 


Tie breaker ^ 

In no more than ten 
*1 ufoum like to be Jai 


Simply ansiuer the questions and complete the tie-breaker on 
the back oP a postcard or sealed doum envelope to reach us by 
the 5th Dec to: 

'SdHtefi&iie Compel 
TamL Bk, Raplde 

I irnman Zuaxt. ^8 norci Rush!. E^^etsi; Devon 
ETHNER 

HHjsi naovoB, ^ 9 u snm rrnndl gour Biitrtes 
totalBM@rapide.ca.uk 


Employees of Rapide Publishing and participating companies are strictly forbidden from enteflfi^Thej 
editor's decision is final, he will not change his mind even if you send him huge amounts of chC^^te 
and promise to subscribe - although it's always worth a try! Winners' names will appear in a fut®Sa 
issue of Total 64 - along with all of the usual top news and reviews. 
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copy[s] of Total 64 


□ Please send me 


Name; 


Address: 


Telephone: 


Postcode: 


Issue Seven £4.95 


Prices/copies ordered: Issue Two £4.95. Issue Five £4.95. Issue Six £4.95. 

Total Price £ . 

Send your payment, together with the completed form below, to the following address: 

Subs Department, Total 64 Magazine, Rapide Publishing, 1 Roman Court, 48 New North Road, Exeter, Devon, EX4 4EP. 

METHOD OF PAYMENT 

□ Cheque (made payable to Rapide Publishing) □ Postal Order (made payable to Rapide Publishing) 

Please charge my credit card: □ Visa □ Access (UK Subscribers only) 


Doom Bh, Blast Corps 
and FIFH BH Fully 
reviBUjed, pluB a complete 
Turak BOlution! 


Revieiu oF Turak: 
Dinosaur Huntar, pluB 
playerjs' puide to Wave 
Race and 


Revieujs oF Super Waria, 
Wave Race, ShaDouis oF 


the Empire and more 


FREE! 

mario Kart tea 
POSTER " 


Dark RiFt, 


Back IssuBB OrdBr Form 
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TIPS 


• CHERTS 


TIPS 


Thfk> 

zoifb 


Cheat 


Our neuj Blimnne cheat 
zone IB aB jam packed aa 
ever ujitti all the tIpB and 
cheatB you'll ever need to 
yet the moBt From your 
nOM collection. Enjoy... 



CrulB’n USH 


netu intro Reiu intro new intro 


Some cheats to add that much needed breath oF neui life into the rather 
ordinary racer. They don't heip out that much hut IF you mo may H. these miam 
cheer you up a bit. 


Play as Sonork 

At th* tWo scfiM lihs t, R, Top C, Bottom C, Left C, Right C 


Play Bb Demitraff ant} Sonork 

At die title blfc h, 0. R, i. Bottom C, Top C. 


Recess to the Other Courses 


By doing this cheat you'll have access to three of the levels that you rmM on when 
'Cruise the USA' but don't normally have access to on the regular, wwlividual level select 
screen. This way you can race on the boards to try to beat your record times widiout 
having to cruise the whole of the USA first. 

The first thing you must do is go to the course select screen. Flow hold down the 
following button combinations for different areas: 

Golden Gate Park - Left C, Bottom C and L 
(on top of the controller) 

Indiana - Top C, Right C and L (on top of the controller) 

San Francisco - Right C, Bottom C and L 
(on top of the controller) 


Bee The Character Effdinge 

Aaron: At the title screen hit: Up. Left C, R, Right, Down, R, R, Urfl C. 
Oemonica: At the title screen hit: Up. Left C, R, Right, Down, R, R, Teyf C, 
Oemitron: At the title screen hit: Up, Left C, R, Right, Down, L, L, Bottiwii €* 
Eve: At the title screen hit: Up, Left C, », Right, Down, R, R, Right C. 

Gore: At the tiUe screen hit: Up, Left C, i. Right, Down, R, R, Bottom C. 
Morphix: At the tide screen hit: Up, Left C. R, Right, Down, R, R, B. 

Niikl: At the title screen hit: Up, Left C, R, Right, Down, R, R, A. 

Scarlet: At the title screen hit: Up, Left C, F, Right, Down, L, L, yjjc J 
Left C. 

Sonork; At the title saeen hHi Up, UH C. R, Right, Down, L, L, 

Top C Wj 

IHle screen hit; Up, Left C, R, Right, Down, L, 

L^ffiyMC. Bk ^ 


RccesB the Hidden Care 

You can select from a 3eep, Police Car and School Bus.Pie first thing you must do is go to 
the car selection screen. Now hold down Top C, Left C end Bottom C all at the same time. 
If you hold down those buttons over the '63 I*»s4e Car (the leftmost car) then you can 
choose the Jeep. 

If you hold down those buttons over the is Sotnha (second from the left) then you am 
choose the School Bus. 

If you hold them down over the Oevastatw W (tke grey car which is third from tlvleft) 
then you can choose the Police Car. iMdley diese buttons down over the rigbtesoit car 
will do nothing. 


Doom 


Level 19: mymS 9bby 691p kvk? 
Level 20: nfkB 9bbt 693n ?vk? 
Level 21: nyhS 9bbp 695n 2vk? 
Level 22: pffB 9bbk 697n tvk? 
Level 23: pycB 9bbf 699n kvk? 
Level 24: qf?8 9bf? 6?bm ?bk? 
Level 25: qyBB 9bf6 6?dm 2bk? 
Level 26: rf68 9bf2 6?gm tbk? 
Level 27: ry48 9bfy 6?jm kbk? 
Level 28: sf28 9bft 6?ll ?bk? 
Level 29: syOB 9bfp 6?nl 2bk? 
Level 30: tfyB 9bfk 6?ql tbk? 
Level 31: tywB 9bff 6?sl kbk? 
Level 32: vbtS 9bd? 6?vk 9vk? 


Demons getting you doum? monsters 
making you mad? Fear notl Here come 
the Tothl 6M team, armed uiith some top 
level codes and a secret super passtuord 


Flaehing Lights uiith Siren 

The first thing you must do » Mdoct ihs Police Car or die School Bus. Next you can pick any 
track to race on. You mtisi gst s Time" on that course. After you put your initials in 
on the "Hot Times" urmm, yew miM go aU the way to the bottom of the "Hot Times" list. 
Now hold left ter about 35 Mcomtls (youTl see the rt^iers moidng to the left). If you choose 
the potke car or kIiooI boo, tP<d a hot dme and you're at the bottom of the list, a rather 
spooky disembodied bead wUl come rolling aaose the screen, saying "I love this job." Exit 
the "Hot Times" screen and choose another board to race on. Once you've begun the actual 
race, press Brake, Brake, Accelerate quickly. If you did everything correctly, the lights 
on your police car wH( be fibbing and your siren will be going off, or the lights on the 
school bus will be going off. 


Skill Level — Be gentle! 

Level 02: cdpB 9bj2 68zt svk? 

Level 03: cxmB 9bjy 68It jvk? 

Level 04: ddkS 9bjt 683s 9vk? 

Level 05: dxhB 9bjp 685s Ivk? 

Level 06: fdfB 9bjk 687s svk? 

Level 07: fxcB 9bjf 689s jvk? 

Level 08: gd?8 9bc? 69br ?bk? 

Level 09: gx88 9bc6 69dr 2bk? 

Level 10: hd68 9bc2 69gr tbk? 

Level 11: hx48 9bcy 69jr kbk? 

Level 12: jd28 9bct 69lq ?bk? 

Level 13: jx08 9bcp 69nq 2bk? 

Level 14: kdy8 9bck 69qq tbk? 

Level 15: kxw8 9bcf 69sq kbk? 

Level 16: lft8 9bb? 69vp ?vk? 

Level 17: lyr8 9bb6 69xp 2vk? 

Level 18: mfp8 9bb2 69zp tvk? 


Skill Level — Bring It onl 

Level 02: cjpr 9bjl 68z? qvk? 

Level 03: clmr 9bjx 681? gvk? 

Level 04: djkr 9bjs 6839 7vk? 

Level 05; dlhr 9bjn 6859 zvk? 

Level 06; fjfr 9bjj 6879 qvk? 

Level 07: flcr 9bjd 6899 gvk? 

Level 08: gj?r 9bc9 69b8 8bk? 

Level 09: gl8r 9bc5 69d8 Obk? 

Level 10: hj6r 9bcl 69g8 rbk? 


Hitro Boost 

This code is activated in the same way as the "Flashing Lights with Siren" code below. 
Get your name on the "Hot Lists," scroll to the bottom of the list, then hold down the 
left button for about 35 seconds, until the head comes rolling across the screen again. 
Using any car in any race, you can now get a Nitrous Boost by pressing Brake, Brake, 
Brake, Gas, Brake, Gas. 

Please note: you can only use this once for every checkpoint passed. EM 
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Level 11; hl4r 9bcx 69j8 hbk? 

Level 12; jj2r 91ks 6917 8bk? 

Level 13; jlOr 9bcn 69n7 Obk? 

Level 14: kjyr 9bcj 69q7 rbk? 

Level 15; klvvr 9bcd 69s7 hbk? 

Level 16: Iktr 9bb9 69v6 8vk? 

Level 17; iZn 9bb5 69x6 Ovk? 

Level 18: mkpr 9bbl 69z6 rvk? 

Level 19: m2mr 9bbx 6916 hvk? 

Level 20: nkkr 9bbs 6935 8vk? 

Level 21: n2hr 9bbn 6955 Ovk? 

Level 22; pkfr 9bbj 6975 rvk? 

Level 23: p2cr 9bbd 6995 hvk? 

Level 24: qk?r 9bf9 6?b4 8bk? 

Level 25: q28r 9bf5 6?d4 Obk? 

Level 26: rk6r 9bfl 6?g4 rbk? 

Level 27: r24r 9bfx 6?j4 hbk? 

Lev'el 28: sk2r 9bfs 6?13 8bk? 

Level 29: s20r 9bfn 6?n3 Obk? 

Level 30: tkyr 9b^ 6?q3 rt»k? 

Level 31: t2wr 9bfd 6?s3 hbk? 

Level 32: vgtr 9bd9 6?v2 7vk? 

SHJli Level -- 1 OLun Doom! 

Level 02: cnnS 9bjO 680t ovk? 

Level 03: cSl8 9bjw 682t dvk? 

Level 04; dnjS 9bjr 684* 5vk? 

Level 05: d5g8 9bjm 686* *vk? 

Level 06: fnd8 9bjh 688s rtvk? 

Level 07; f5b8 9bjc 68?s dvk? 

Level 08: gn98 9bc8 69cr 6bk? 

Level 09: g578 9bc4 69fr ybk? 

Level 10; hn58 9bc0 69hf pbk? 

Level 11: h538 9b€W 69kr fbk? 

Level 12; jnl8 Sbcr 69mq 6bk? 

Level 13: j5z8 9bcTn 69pq ybk? 

Level 14: knx8 9bch 69rq pbk? 

Level 15; k5v8 9bcc 69tq fbk? 

Level 16: lps8 9bb8 69wp 6vk? 

Level 17:16q8 9bb4 69yp yvk? 

Level 18: mpn8 9bbO 690p pvk? 

Level 19: m6l8 9bbw 692p fvk? 

Level 20: npj8 9bbr 694n 6vk? 

Level 21: n6g8 9bbm 696n yvk? 

Level 22: ppd8 9bbh 698n pvk? 

Level 23: p6b8 9bbc 69?o fvk? 

Level 24: qp98 9bf8 6?cm 6bk? 

Level 25: q678 9bf4 6?fm ybk? 

Level 26: rp58 9bf0 6?hm pbk? 

Level 27: r638 9bfw 6?kro fbk? 

Level 28: spl8 9bfr 6?ml 6bk? 

Level 29: s6z8 9bfm 6?pl ybk? 

Level 30: tpx8 9bfh 6?rl pbk? 

Level 31: t6v8 9bfc 6?tl fbk? 

Level 32: vts8 9bd8 6?«k Svk? 

Skill Level — UJatch me diet 


Level 

02: 

esnr 9bjr 680? Ivk? 

Level 

03: 

c9lr 9bjv 682? bvk? 

Level 

04: 

dsjr 9bjq 6849 Svk? 

Level 

05: 

d9gr 9b|t 6369 wk? 

Level 

06: 

fsdr 9bjg 6889 Ivk? 

Level 

07: 

f9br 9bjb 68?9 bvk? 

Level 

08: 

9s9r 9bc7 69c8 4bk? 

Level 

09: 

997r 9bc3 69f8 wbk? 

Level 

10; 

hsSr 9bc2 69ha mbk? 

Level 

11: 

h93r 9b<v 69k8 cbk? 

Level 

12: 

jslr 9bai 69m7 4bk? 

Level 

13; 

|9zf 9bd 69p7 wbk? 

Level 

14; 

ksxr 9bcg 69r7 mbk? 

Level 

15: 

k9vf 9bcb 69t7 cbk? 

Level 

16: 

Itsr 9bb7 69w6 4vk? 


level 17: l?qr 9bb3 69y6 wvk? 

Level 18: mtnr 9bbz 6906 mvk? 

Level 19; m?lr 9bbv 6926 cvk? 

Level 20: o^r 9bbq 6945 4vk? 

Level 21: n?gr 9bbl 6965 wvk? 

Level 22: ptdr 9bbg 6985 mvk? 

Level 23; p?br 9bbb 69?5 cvk? 

Level 24: qt9r 9bf7 6?c4 4bk? 

Level 25: q?7r 9bf3 6?f4 wbk? 

Level 26: rtSr 9bfz 6?h4 mbk? 

Level 27: r?3r 9bfv 6?k4 cbk? 

Level 28; stir 9bfq 6?m3 4bk? 

Level 29; s?zr 9bfl 6?p3 wbk? 

Level 30: ttxr 9bfg 6?r3 mbk? 

Level 31: t?vr 9bfb 6?t3 cbk? 

Level 32: vqsr 9bd7 6?w2 3vk? 

Super Paosuiord 

Entering this code on the password screen 
will start you on the very last level with 
100 health, 200 armour, all weapons, full 
ammo, backpack and the three pentagram 
items that enhance your laser gun, making 
it three times more powerful than the 
8FG9000. This weapon can apparently kill 
the Ust boss in four secortds. 

The pentagram Items also let you use the 
thr» switches in the last level (to dose the 
gates that spawn the monsters) and makes 
the laser shoot more quickly and strongly. 
W93M 7H20 BCYO PSV6 
Credit goes out to Justin McWilliams for most 
of the Doom 64 stuff. Visit his website at; 
http: //www, geocities, com/Paris/7499/ 
index.html 


Killer Inetinct Gold 

all the bonirs optians - luKhoirt having tn have your hirtt WckEd evEry ome! 

Recess Rll Options 

To be able to access all of the game's level options without beating the game on the higher 
difficulty levels, wait for the character profiles to come up. Now press Z, B. A. L, A, Z, 
(That's the L button on top left of the controller). 

The announcer will say “Perfect" if you did it correctly. 

Bee the Ending Credits UJitnout Beating the Game 

To check out the ending credits without beating the game (note: the aedits only, you 
do not see any character's ending) wait for the character profiles to come up. Now press 
Z, L, A. Z, A, R. (That's the L and R buttons on top of the controliec.) Youll see the game's 
credits come up if you did it correctly. 

Play as Gargosl 

To play as Cargos, wait for the charactet profiles to come up. Now press Z. A, R, Z, A, B. 
(That's the R button on top of the controller.) Cargos will laugh if you've done it right 

Play on the Sky Stage 

To access the Sky Stage, both players must press Down ♦ MK when they select their 
character. AU subsequent battles will then continue to be on this stage until you 
decide to select a different battle arena. BH 


J-leaguB / IBB Soccer 

Probably the beat Foocte same ever has just gat a ante bit etiiyl 

Idjo Bbuj Teams 

There are two ways that you can get these two new teams. Firstly, you could play through 
arul beat the league mode - which is bleeding hard - or alternatively simply enter the 
following code at the title screen: 

Up, L. Up, L. Down. L, Down. L, Left, R, Right, R, Left. R, Right R, B. A and then hold 
down Z and press Start. Now, that was much easier, wasn't it? 


Hoxon Bk 

To access the Cheat menu simply pause the 
game and enter the foUowirtg combination: 
Top C, Bottom C, Left C, Right C. The word 
Cheat should now appear at the bottom of 
the menu. By selecting this you'll see a list 
of cheats, although each of these requires 
another combination to be entered (quickly). 

Invincibility 

Left C, Right C, Bottom C. 

Walk through mallB 

Top C (20 HmM), Bottom C. 

Love! GBiect 

Left C, Left C, Right C, Right C, Bottom C. 
Top C. 

Kill all BnemiBB 

Bottom C. Top C, Left C, Left C. 

Full health 

Left C, Top C, Bottom C. Bottom C. 

Entering the Collect eub'menu lulli give 
you another list oF cheats, again 
requiring their ouin combinations. 

Rll Keye 

Bottom C, Top C, Left C, Right C. 

Puli hBalth 

Top C, Right C, Bottom C, Top C. 

Full health 

Right C, Top C, Bottom C, Bottom C. 

Puli health 

Top C, Left C (three times). Right C, Bottom 
C (two times). BM 


Big Head Players 




heads, a la NBA Jam, just enter the 
Top C, Bottom C, Bottom C, Left C, Right 
Z and press Start. This doesn't change 

6M 


Hat Trick 

Go to Snowman's Land (Course 10). Once you're there, 
get to the snowman's head, as if you were about to 
cross the ice bridge with the big penguin's help. Now, 
go ahead and let the snowman's breath blow you off the 
bridge. Your hat wll fall off - don't go and pick it up! 

Take Mario past the grey star spot, the small pop*up snowman, 
and towards the two pine trees. The second tree of the two is a 
teleport, so use it. Now step back and teleport again - do 

Once you've teleported a few times, go back to your hat and took at it caro— 
Examine it from all sides. What you'll see is a bunch of 
other. Pick up one hat and Mario will put it on his head, 
stay on the ground! Now, pick up the other hats and Mario can now 
around wiUi him! 

He can now kill baddies with them, plus he won't put it back on until you 
either teleport with him, get a star, or leave the level - plenty of time for fun! 


platform game ever! 


m the beet 


Control the Ending Camera 

During the ending sequence after you beat Bowser, you can control the camera if 
you have a second controller plugged in. 

Using controller two’s analogue control stick you can move the camera in many 
different ways during the sequence with the Princess and also during the re-cap of 
the levels you've seen. convmea (nerieaf > 
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mario Kart BM 


Carry the Rabbit to other areas 

Find a door which you can easily go in and out of. After 
going through the door, quickly execute a jump kick, 
back at the door. Usually you'll go through the door 
completely, without opening it. However, if you time it 
right, half of Mario will be on one side and his other half 
will be on the other side. There is a situation in which 
^ you can actually do something weird with this trick. If 
i you manage to find the rabbit in the 

I basement and catch him, don't 

collect his star. 

Instead, carry him 
a door 

B Go through the door and try 

the jump kick trick mentioned above until 
you get Mario on both sides of the door. Now pick the 
rabbit back up and set him down on the other side of 
the door. Go through the door - you can carry the rabbit 
to some other parts of the castle. This serves no real point 
at all though... 


R couple oF cheatB to spice up your copy oF niarla Kart Bii — not that you could 
really improve on this Fellal 


Race Hgainst Course Ghosts 

Mario Kart 64 has three perfect time trial boards. Secretly programmed into the game are some 
'course ghosts' that represent the development team's best time trial runs for those boards. The 
ghosts will follow the path that corresponds with their time. 

First go into the Time Trial mode and pick your player. Next, choose one of the levels below 
and get a time better than listed. 

Luigi Raceway - under 1'52"00 
Mario Raceway - under 1'30"00 
Royal Raceway - under 2'40"00 

The course ghosts are automatically saved to your cartridge. 


Boost Trick 


Hold down the R button to slide around a corner and, continuing to hold down the button, 
'steer' the joystick to the opposite direction and back. If done correctly, the smoke will 
change from white to yellow. Repeat the 'steering' motion and the smoke should change 
from yellow to red. Once the smoke is red, let go of the R button. If you have your 
speedometer on-screen, you'll notice your speed go up for a few seconds. 


mirrored Tracks 


Turn ButterPlies into One-Ups 

For Course 2, Course 12 and Course 13. Sometimes a bunch 
of butterflies will come out of the grass or trees. If you 
punch the butterflies, they turn into bombs that chase 
you. They will then either simply explode or else turn 
into one-up mushrooms - which is always handy! B* 


Gain a first place position on every cup in the IBOcc class. After you reset your machine, 
the title screen should have changed. Now go into GP mode and you'll find a new option 
extra. Wham, bam - you can now race on mirrored tracks! 


Speed Buret 


As soon as the starting lights turn blue, hit the gas and hold it. You should now be able to 
achieve the speed burst that you need to get ahead! BM 
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UBH 


Mursan (Gheorghe Muresan) 

MXV (Vinikour) 1014 

screen switches from team select over to 


__ ^ ^ _ 

Pippen (Scottie Pippen) 

Nick (Nick Ehrlich) 7000 

"Tonight's Matchup". 


Rodman (Dennis Rodman) 

Nfunk (Neil Funk) 0101 

The cheat box should flash if you have 



Rice (Glen Rice) 

Patf (Pat Fitzgerald) 2000 

entered them correctly. 

Bhouj OFF to all your mates lulth all 

Smits (Rik Smits) 

Perry (Matthew Perry) 3500 


the cheats you’ll ever need For the 

Stackh (Jerry Stackhouse) 

Quin (Kevin Quinn) 0330 

Big Heads 

neh'B version oF the classic 

Starks (John Starks) 

Root (John Root) 6000 

Hold Up, press Turbo and Pass at 

basketball yame. HBR Jam. 

Webb (Spud Webb) 

Shawn (Shawn Liptak) 0123 

same time 



Webber (Chris Webber) 

Sno (Sheridan Oursler) 0103 

Huge Heads 

Player Clonee 


Turmel (Mark Turmell) 0322 

Up, Up, Pass, Turbo 

Fancy having two Dennis Rodmans on 

Hidden Players 

Recess Secret Play 

Shot Percentage On 

one team (and double the cack hairdos)? 

As with NBA Jam, you can access a huge 

Rotate D-Pad clockwise, starting with Up 

By using this code, you can now achieve 

amount of secret player characters, some 

niodes 

No Tag Arrow 

your goal by cloning your player. 

of which are a tad bizarre! 

The following codes are entered at the 

Left, Left, Pass, Turbo 

To access a clone, just enter their last 

The name that you should enter is in 

"Tonight's Matchup" screen. You use the 

No Drift 

name - see 

list below - and "0000" for 

bold. The PIN number you need to enter 

Turbo button to control the first number. 

Down, Down, Shoot, Turbo 

the PIN number. For example, enter 

is in yellow. 

the Shoot button to control the second 

No CPU Assistance 

Rodman as ; 

your name and 0000 as your 

Amrich (Dan Amrich)2020 

number, and the Pass button to control 

Hold Right (on the D-Pad) and press 

PIN to access the clone. Here's a listing 

Bardo (Bardo) 6000 

the third number. Basically, it's much 

Pass, Pass 

of all of the duplicate players available: 

Carlos (Carlos Pesina) 1010 

like the Kombat Kodes on MK Trilogy. 

Rooftop Jam 



Daniel (Dan Thompson) 0604 

025 - Baby Sized Players 

Hold Left, then press Turbo three times 

Ahrdwy 

(Penny Hardaway) 

Danr (Dan Roan) 0000 

048 - No Music 

All-American Basketball 

Cliffr 

(Cliff Robinson) 

Divita (Sal Divita) 0201 

111 - Tournament Mode 

Hold Right (on stick) and press shoot. 

Davidr 

(David Robinson) 

Eddie (Eddie Ferrier) 6213 

120 - Fast Passing 

turbo, pass 

Dream 

(Hakeem Olajuwon) 

Eugene (Geer) 6767 

273 - Stealth Turbo 


Elliot 

(Sean Elliot) 

Jamie (Jamie Rivett) 1000 

390 - No Pushing 

Random Team Salact 

Ewing 

(Patrick Ewing) 

Japple (Japple) 6660 

461 - Unlimited Turbo 

To have your team selected for you (you 

Glennr 

(Glenn Robinson) 

JC (John Carlton) 0000 

552 - Hyper Speed 

lazy people!) press Up and Turbo at the 

Ghill 

(Grant Hill) 

Jfer (Jennifer Hedrick) 0503 

610 - No Codes Allowed 

team select screen and the hard choice 

Hgrant 

(Horace Grant) 

Jonhey (Jon Hey) 6000 

616 - Block Power 

will be made. 

Johnsn 

(Larry Johnson) 

Kombat (Ed Boon) 0004 

709 - Quick Hands 


Kemp 

(Shawn Kemp) 

Marty (Martinez) 1010 

802 - Maximum Power 

Chanyc Rodman's 

Kidd 

(Jason Kidd) 

Mednik (Mednik) 6000 

937 - Goal Tending 

hair colour 

Malone 

(Karl Malone) 

Minife (Minife) 6000 


While at the team selection screen, go 

Miller 

(Reggie Miller) 

Morris (Air Morris) 6000 

Further secret codes 

to the Chicago Bulls and press the PASS 

Motumb 

(Dikembe Mutumbo) 

Mortal (John Tobias) 0004 

To enter all of the following codes, just 

button to change the big man's hair to 

Mourng 

(Alonzo Mourning) 

Monday (Larry Monday) 5432 

enter the sequences below whenever the 

different colours. BM 




TIPB - CHERTB 


Pilatiuinge BN 

Excellent Plying Bim, 
excellent cheate and oF 
couree, an excellent 
cheat BectionI 

Find the Birdman Stars 

To play as the birdman, fly through one 
of the special stars located on the 
following levels. 

Holiday Island - Found undci the natural arch 
oil the beach. 

Crescent Island Found in a fhddon cove on 
the beach. 

little States Island - In Central Park in 
Now York. 

Arctic Island Deep inside the cave at the 
base of the waterfall. 

We suggest that you use the Jet-Pat; to find 
these areas. 

Get a Perfect 10D on 
Jumble Hopper 

Jump between the building you start on and 
the building in front. You should notice a 
doorway on the building in front. Go through 
this into the Nintendo building and out of 
the other doorway. As you leave the buildirrg 
you will be teleported to near to the end of 
the level. You can get a top score of 100 
every time. m 

ShadouJB Dp 
the Empire 

maybe it is luorth 
collecting all tboee 
pesky challenge points 
In this auiFul Star UJars 
cash ini 

Chaileiige Polnte 

Collect all the challenge points on the 
Easy setting - during the game hold 
down the camera button for five 
seconds and you get the Leebo Scanner 

Collect all the challenge points on the 
Medium setting and during the SkyHook 
Battle stage hold down the camera button 
for five seconds and you can fly as an 
X-Wing. 

Hold down the button for another five 
seconds and you can fly as a TIE Fighter. 

If you hold down the button for another 
five seconds after that, you'll go back 
to the Outrider. 

Collect all the challenge points on the 
Hard setting and in the game you will 
get invincibility for 30 seconds and 
start with all weapons. 

Collect all challenge points on Jedi 
setting and the Wampas from the 
"Escape from Echo Base" stage will 
follow you and attack your enemies 
for you. BH 


TIPB • CHERTB • TIPB 


Turok: DinoBaur Hunter 

Here are eome excellent ctieate For one oF 
the best Bameo uie have ever oeen. Rout all die 
oecrete are yours For the picking. Rlas. uie 
haven't got a cheat to otop those hieeding T- Rexe 
From scaring the pants oFF youl 

Here are some codes for Turok 
that you should enter at the 
cheats screen: 

DLKTDR - Pen and Ink Mode (black and 
white wireframes) 

SNFFRR - Disco Mode (strobe lights and disco 
dancing enemies) 

FRTHSTHHRLSCK - Infinite Lives 
THBST - Gallery (view, scale and rotate all 
3D enemies) 

FDTHMGS - Show Credits 
THSSLKSCL - Spirit Mode 
(gives invincibility and slow moving enemies) 

CMGTSMMGGTS - All Weapons 
BLLTSRRFRND - Unlimited Ammo for weapons 

After you have entered one of the above cheats, you will now be able to access a new 
option called "Cheat Menu." Enter this option and you can now select turn each cheat 
ON/OFF. BH 
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lUavB Race BH 

Ever Fancied riding on the 
back oF a dolphin? Ulell 
here's your chance. UJeil, 
as long as you Folloui our 
words that Isl 


Reverse Tracks 


the Vs. Mode, and make sure that the first 
player's cursor is on an adjacent racer. Press 
up on controller two and press Start to have 
player one's default colour. 

Now, on controller one, press right (or left) 
and Start at almost the same time. If you do 
this correctly, you can start the race with both 
players having the same outfit. 

Pbui Stunts 


To open up the "Reverse" mode, you must 
get a first place overall on the Expert level 
of difficulty. After that a new, fourth option 
called Reverse will appear underneath Expert. 
You will now be able to race backwards on 
the tracks. 

massive Scores 

To rack up huge amounts of points on 
the stunt courses, press the pause ^ 
button as soon as you complete 
a stunt. If you do it right, all the 
sounds should stop except for ^ 
the announcer's usual inane 
banter. Usually if you 
press pause at the 
exact moment you hit 
the water, you should be OK, 
but the idea is to press pause the instant 
the announcer starts wailing. If you do it 
right, you should get tons of points, racking 
up massive scores for easy tricks. 

Use the Same Racer in 
TujD-Plager mode 

This cheat allows both players to have the 
same racer and the same outfit in the two 
player mode. First, use controller two to 
decide which racer you are going to use in 


Double Flip Stunt 

First get some speed with the jet ski. When 
you are on the ramp, tap up at the top of 
the ramp and hold down to do your flip. 
Instead of making the character do one 
complete flip, hold the down button 
longer so that he does another turn. If 
you have done it correctly he will 
land perfectly and ride on without 
falling off. 



Helicopter Stunt 

This is a variation of the flip, 
where you spin sideways. When 
you are on the ramp, turn sharply diagonal 
left-up or diagonal right-up, then hold down 
to do a sideways flip. 

Helicopter into a Flip Stunt 

Do the helicopter stunt as listed above but 
hold the down button for longer. It will look 
like he does a helicopter move, but then he 
will rotate so he's in an upright position and 
do another flip. 

Triple Flip 

You need a lot of speed and a lot of air to 
do this. Tap up at the top of the ramp, start 
doing the flip and hold down. You need a 


lot of speed for this one, so do not try to do 
any turns as they will slow you down or stop 
you completely. 

Dolphin Racer! 

To be like that horrible kid in Flipper, 
follow these directions. 

Select the Stunt Mode and play in Dolphin 
Park. From there you need to go through all 
the rings and do all the stunts (see the list 
below) which include diving underneath the 
water from a ramp. If you did everything 
correctly, you'll hear the dolphin squeaking 
when you cross the finish line. 

Dolphin Tricks 

Handstand (off throttle - press down and up) 
Spin, ie. "backwards ride" 

(off throttle > move the stick clockwise) 
Stand (off throttle -- move stick counter¬ 
clockwise) -f Somersault (hold down) 

Roll left (off ramp - tap right and hold left) 
Roll right (off ramp - tap left and hold right) 
Flip (off ramp - hold up then quickly 
press down) 

Dive (off ramp - hold down then quickly 
press up) 

Now exit and select Championship Mode and 
then Warm Up. 

When selecting your character, hold down 
on the analog stick and when you start you'll 
be riding a dolphin! 

Bpeed Durst 

Try to press and hold down the gas button, 
right before the announcer says, "Go!" If 
you can time this correctly and hit the gas 
just right you'll gain a perfect start and a 
valuable speed advantage. BH 
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Next Month 


macB: The Dark Hga 


IUb Pallaijj up this manth's preplay ujith a Pull revieui oP 


ujhat promisBB to bB thB ilBPInitivB riBk Rghting garuB. 


ieplay! 

Extrema G 


ECTS Shoiu Report 


Hnyone Pancy LUipeaut 2097un their IIGM? Ulell 
this couid turn out td be even better! 


pplay! 





DEL Quarterback Club 


The Pirst Hmerican Pootball g^efto grace 
HBM gets a Preplag in nur fecial peature 



st Look! 



Diddy Koug’B Ra 


The surprise package this 
this mar'm Kart style raciii 
First Look next month. 
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Get out oP those jeans 
into a dinner suit and 
buy yourseiP a 
BmiiJ Z3 — ^ I 

BaltiBneyB ’ ^ 
/7/77has ? 

arrived! dflb 


I s much as we all enjoy 
putting together such an 
excellent Nintendo 64 
magazine, ifs still always 
nice to get another issue 
finished and take a brief break 
from the world of the N64, with 
a quick round of pitch 'n putt or 
a nice trip to the beach while the 
foreign students are still around! 
But this month something very 
different has happened - now the 
James Bond phenomenon has at 
last arrived on the N64 and we 
no longer have time for 'real 
life'. Okay, so we've been to 
the ECTS show, and I was 
lucky enough to get up to 
Wembley for the England 
game, but at the end of 
the day all that we really 
wanted to do was to lock 
ourselves away with a copy 
of Goldeneye and enough 
joypads for a good long 
multiplayer session. \ 
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Over 300,000 people have joined Special Reserve. 

The biggest games club in the World. 

Established 10 years. Special Reserve is the market leader in mail order home computing with a staff of 80 



NINTENDO 64 GAMES GAMEBOY GAMES SUPER NES GAMES 


SELECTED GAMES 
WITH FREE MEMORY 
CARD WORTH £9.99 


• = New Title, XX% = Review Score, 

(RUM) = Works with rumble pack 

BLAST CORPS .46.99 

FIFA SOCCER .34.99 

GOLDENEYE 

FREE 256K MEMORY CARD (RUM) • ...52.99 
INT’L SUPERSTAR SOCCER 64 97% ...49.99 

KILLER INSTINCT GOLD 88% 46.99 

LYLAT WARS + RUMBLE PACK 
FREE 256K MEMORY CARD 

AND PLAYERS GUIDE (RUM) • .52.99 

MARIO KART 64 92% 

FREE 256K MEMORY CARD .52.99 

MORTAL KOMBAT TRILOGY .49.99 

PILOT WINGS 64 90% .41.99 

SHADOWS OF THE EMPIRE 

FREE 256K MEMORY CARD 90% .52.99 

SUPER MARIO 64 

FREE 256K MEMORY CARD 100% .52.99 

TUROK - DINOSAUR HUNTER 97% ...48.99 

WAVE RACE 64 92%.46.99 

NINTENDO 64 BOOKS 

MARIO 64 PLAYERS GUIDE • .9.99 

MARIO KART 64 PLAYERS GUIDE • .9.99 

MARIO KART 64 

UNAUTHORISED SECRETS • .9.99 

NINTENDO 64 

UNAUTHORISED SECRETS • .9.99 

SUPER MARIO 64 SURVIVAL GUIDE • 11.99 
TUROK OFFICIAL GUIDE*.10.99 

GET READY 
TO RUMBLE 

RUMBLE PAK 
FOR NINTENDO 64*14.99 
Slots into controller to provide 
vibrations and feedback in 
compatible games marked (RUM) 




ALADDIN * 28.99 

ANIMANIACS* .28.99 

DONKEY KONG LAND 96% 22.99 

DR MARIO .12.99 

DUCK TALES* .28.99 

F1 - RACE 88% .14.99 

GOLF 92% 14.99 

JOHN MADDEN 96 16.99 

JUNGLE BOOK* .28.99 

LION KING* .28.99 

MICRO MACHINES .15.99 

MOLE MANIA* .19.99 

PINBALL DREAMS .19.99 

SENSIBLE SOCCER .19.99 

SOCCER 90% .12.99 

SPACE INVADERS .17.99 

STAR WARS.14.99 

STREET FIGHTER 2 * 14.99 

SUPER HUNCHBACK .15.99 

SUPER MARIO LAND 1 94% .19.99 

SUPER MARIO LAND 2 90% .19.99 

SUPER METROID 2 .12.99 

TENNIS 92%.12.99 

TOP RANKING TENNIS* .12.99 

WARIOLAND94% .19.99 

WATERWORLD.15.99 

WAVE RACE .9.99 

WORMS .15.99 

ZELDA96% .16.99 

—^ GAMEBOY - STILL 

, 4 THE WORLD’S BEST 
_* , HANDHELD 

^ * GAMEBOY POCKET .45.99 

j The new 30% smaller and 50% 
lighter Gameboy. Requires batteries 

GAMEBOY WITH STAR WARS .47.99 

GAMBOY GOLF TRAVEL BUNDLE.52.99 

Includes black Gameboy, Golf, Tetris and bag 

GAMBOY MARIO TRAVEL BUNDLE ...52.99 
Includes yellow Gameboy, Super Mario Land, 
Super Mario Land 2 and bag 


DONKEY KONG COUNTRY 2 97% .29.99 

DONKEY KONG COUNTRY 3 .41.99 

DOOM 95% .39.S 

F-ZERO .14.99 

FIFA SOCCER .24.99 

JOHN MADDEN NFL 93 .19.99 

KIRBY'S DREAMCOURSE .19.99 

KIRBY’S FUN PACK .36.99 

KIRBY’S GHOST TRAP .22.99 

MORTAL KOMBAT .29.99 

MORTAL KOMBAT 3 .29.99 

MR DO 82% .24.99 

PGA TOUR GOLF .19.99 

PILOT WINGS 91% 23.99 

PINN0CHI0 92% .32.99 

PRIMAL RAGE .27.99 

SECRET OF EVERMORE *.29.99 

SPIROU .24.99 

SUPER GHOULS AND GHOSTS 94% ...24.99 
SUPER INTERNATIONAL CRICKET 89% 22.99 

SUPER MARIO KART 94% .25.99 

SUPER MARIO WORLD 92% .19.99 

SUPER SOCCER*.19.99 

SUPER STAR WARS .19.99 

SUPER STREET FIGHTER 2 * 26.99 

SUPER TENNIS .17.99 

TERRANIGMA .41.99 

TETRIS ATTACK 87% 30.99 

VORTEX .14.99 

WINTER GOLD * .32.99 

YOSHI’S ISLAND 97% 24.99 

ZELDA 3 - LINK TO THE PAST 95%.19.99 

SUPER NES 
A BUDGET 
CLASSIC 

'SUPER NES 
MARIO PACK ...94.99 
Includes Super Mario 1,2 
and 3 plus lost levels game and Super Mario 
World (on one four game cartridge) plus one 
Nintendo controller. 

WE STOCK PERIPHERALS FOR SUPER NES 


We only sell genuine UK products 




Club NewsJ 

1. Pre-Release N64 games at all our 

shops for you to try NOW, including the fabulous 
Lylat Wars. See base of ad for shop locations. 

2. New 2600 sqft Upminster Shop 

Grand Opening October 11th 9.30 am with free gifts, 
competitions, attractions and more. 209-213 St. Mary’s 
Lane, Upminster, Essex - Opposite Somerfield. 

3. FREE Virtual Pet latest craze worth £14.99 

with every full Special Reserve Membership (£6.00) if you Q 

buy any one item from our range. 17 other gifts available, some shown below. 

4. FREE EdQO MdQSZinG worth £ 3.50 to all full members joining for the 
first time. The future of interactive entertainment, sent to you a few weeks after joining. 

5 . FREE Book of 1001 cheats to all full members. 

6. Total Satisfaction Guaranteed or ALL your money back. We’ll 
even collect items over £60 from your door free of charge if you are not satisfied. 

FULL MEMBERSHIP JUST £6.00 INCLUDING 
Ten Special Reserve Colour Magazines per year, featuring our 
huge catalogue of discount products, reviews, news and amazing competitions. 

To join - just phone 01279 600204 or post the order form below. 

Add £6.00 for FULL MEMBERSHIP (1 year) and state your choice of gift if you buy 
any item as you join. You will automatically receive your EDGE Magazine, 
CHEATS Book and CLUB Magazines. OR take a TRIAL MEMBERSHIP for just 
50p. There is absolutely no obligation to buy anything. 

CHOOSE YOUR FREE GIFT 

(other gifts are listed in the Club Magazine - or just ask) 

FREE Virtual Pet 


© 


Choose from your own virtual Nekotcha 
the Cat, Funny Chick, Bo Bo the Dog or 
^ Dino the Dinosaur. You must look after, 
‘“'ilfr' feed and nurture them. Owners will see 
* their pet grow and mature. 

or FREE Mini Boy rn 

Keyring Console fB 

Fantastic miniature hand-held console with ' C I 

55 variations of 4 classic games, including ™ ' 
Tetris and Pole Position style games. • 

or FREE Football 

Full size 82 panel stitched PVC coated 
football, size 5. With free inflator. 




or FREE Personal 
Stereo and Padded Case 

Personal stereo casette player with 
headphones and padded case with 
space for tapes and accessories. 

or FREE 

Blockbusting Movie 

Choose from The Running Man, 

The Guyver 1, Tombstone or 
Four Weddings and a Funeral. 


OFFERS SUBJECT TO STOCK. 

OTHER OFFERS AVAILABLE. 

OVERSEAS MEMBERS ADD £2 POSTAGE 



NINTENDO 64 
FROM ONLY 


£ 139.99 


All Nintendo 64’s come with one 3D controller and 
RF lead for connection to TV 

NINTENDO 64 .139.99 save £10 

NINTENDO 64 with 256k memory card ...142.99 save £16 

NINTENDO 64 with Super Mario 64 .187.99 save £21 

NINTENDO 64 with Mario Kart 64 .187.99 save £21 

NINTENDO 64 with Turok .189.99 save £29 

NINTENDO 64 with ISS 64 and 

EXTRA NINTENDO CONTROLLER .209.99 save £34 

For a pixel perfect picture choose a SCART lead for only £8.99 

NINTENDO 64 0% FINANCE DEALS 

NINTENDO 64 BIG DEAL .229.99 

CONSISTS OF IsAVE £29 

✓ Nintendo 64 console with 3D controller ✓ Super Mario 64 

✓ 1 Mb memory card ✓ Extra official Nintendo 3D controller 

NINTENDO 64 FOUR PLAYER BIG DEAL ...299.99 

CONSISTS OF 

✓ Nintendo 64 console with 3D controller ✓ Mario Kart 64 

✓ Three extra official Nintendo controllers in different colours 

✓ Four 1.5 metre extender cables ✓ 1 Mb memory card 


IsAVE £47 I 

0 % 


NINTENDO 64 GREATEST DEAL 2 . 389.99 

CONSISTS OF [save £62 

✓ Nintendo 64 console with 3D controller ✓ Super Mario 64 

✓ Mario Kart 64 ✓ Wave Race 64 ✓ Turok - Dinosaur Hunter 

✓ 1 Mb memory card ✓ Extra official Nintendo 3D controller 

0% finance available. 10% deposit required plus nine further equal monthly 
repayments. APR 0%. Offer subject to status. To apply for 0% finance call 
01279 600204 or visit one of our huge Club Shops. 


For optimum pixel perfect picture quality choose a 
SCART lead for the Nintendo 64 at only £8.99 


SONY 14 ” KV-14MI 1/1A OO 
REMOTE CONTROL TV 

✓ 14" FST BLACK TRINITRON TUBE ✓ REAR SCART lINPUT 

✓ FRONT AV INPUTS ✓ SIMPLE MENU ✓ REMOTE CONTROL 

✓ WIDESCREEN OPTION ✓ TILT & SWIVEL STAND 
0% finance available subject to status. Call 01279 600204 to apply or at one of 
our huge club shops in Bristol, Chelmsford, Nottingham and Sawbridgeworth. 


NINTENDO 64 ACCESSORIES 

RUMBLE PAK FOR N64 .14.S 

^ Slots into Nintendo 64 controller. Sends vibrations through 

the controller to give an extra dimension to compatible games. 
Look out for games marked (RUM) * 

SUPER PAD PLUS FOR N64 

5 fire buttons, view control, analogue 
joystick controller, auto-fire, slow 
motion and memory card slot 

OFFICIAL 3D CONTROLLER FOR N64 
26.99 

Analogue and digital control, 6 action buttons, 

2 shoulder buttons, mounted trigger switch 
and memory card slot 





vt 




COLOURED OFFICIAL 3D 
CONTROLLER FOR N64 ... 27.99 

Analogue and digital control, 6 action 
buttons, 2 shoulder buttons, mounted trigger switch 
and memory card slot. Available in red, green, yellow, 
black, blue or white 


TOP GEAR PRO ... 64.99 
Fully functional steering wheel with brake and 

accelerator pedals. Programmable buttons, 8 button control. 
D-shaped steering wheel, stick shift, LCD control panel, dynamic 
resolution cornering, self centring with throttle hold and memory 
card slot 


NINTENDO 64 DELUXE 
CARRY CASE ...25.99 
Adjustable shoulder strap and carry handle with the 
capacity to store the Nintendo 64 system, 2 controllers, 
6 game cartridges and 6 memory cards. Official Nintendo product 

LEADS 

PAIR OF EXTENDER CABLES FOR N64 .12.99 

PACK OF FOUR EXTENDER CABLES FOR N64.19.99 

To extend controllers by an additional 1,5 metres each 
HIFI AUDIO LEAD - N64 TO STEREO 



TV LEAD FOR N64 TO SVHS TV .9.99 

SCART LEAD - N64 TO SCART TV .8.99 

MEMORY CARDS 

OFFICIAL NINTENDO MEMORY CARD FOR N64 (256K -12 SLOTS).14.99 

256K (12 SLOTS) MEMORY CARD FOR N64 .7.99 

1 MB (48 SLOTS) MEMORY CARD FOR N64 .15.99 




UPMINSTER GRAND 
OPENING OCT 11TH 

209-213 St. Mary’s Lane, Upminster, Essex 
Opposite Somerfield supermarket 
✓ Pre-release games to try ✓ Free gifts 
✓ Competitions ✓ Feel free to come along! 


Special Reserve 

01279 600204 

Or fax your order on 01 279 726842 - We'll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

We only supply members but you can order as you join 

Trial Membership only 50p 

Trial Members receive one issue of the club magazine. Valid for one order. 

Annual Membership (UK) £6.00 

ANNUAL MEMBERSHIP FEES UK £6.00 EC £9.00 WORLD £12.00 
Members receive ten issues of the colour club magazine per year, a free copy 
of EDGE. Book of 1001 Cheats and a choice FREE gift when you buy any item 
as you join. There is no obligation to buy anything. 

All prices include VAT and carriage to MOST UK mainland addresses. 

(BLOCK CAPITALS please) 54 MAGAZINE 

Name & Address_ 


Enter membership number (if applicable) or 
NEW MEMBERSHIP FEE (ANNUAL UK £6.001 


For OPTIONAL first class post add 50p per item 
For OPTIONAL fast delivery on hardware add £3.00 
ALL PRICES INCLUDE UK POSTAGE & VAT 
Cheque/P.O./Mastercard/Creditcharge/SwitclWisa 


CARD SWITCH 

DATE _SIGNATURE_(ISSUE NO_) 

Overseas surcharge £2.00 per item - credit card only 

Cheques payable to 

Special Reserve at 

JPO Harlow, CM2I 9PH 

We are mainly mail order but we also have 

^ ^ Five impressive 
1 Special Reserve Shops 

Bristol Avon 351 Gloucester Rd (A38) Chelmsford, Essex 43 Broomfield Rd 

I Vj MILES FROM THE CENTRE, NEAR KwIK SaVE NEAR THE BUS STATION 

0117 924 5000 01245 348777 

Sawbridgeworth, Herts The Maltings Stapleford, Nottingham 164, Derby Rd 
Station Road, near the train station 2 miles from J25 of Ml, next to Kwik Fit 
01279 600399 0115 949 1000 

Upminster, Essex 209-213 St. Mary’s Lane ALL our shops have full PC Repar 
Opposite Somerfield Supermarket and Upgrade Facilities 

opens October 11th We fit almost any item bought for £10 

Some Items bought in the shops carry a £1 surcharge on the mail order paces 
Inevitably some products listed may not yet be available. Please phone to check 
availability. Prices may change without prior notification. SAVE = Saving off full 
recommended price. Sent to press xx.x.97 Errors & Ommisions Excluded. Inter- 
Mediates Ltd, T/A Special Reserve, The Maltings, Sawbridgeworl'i. Herts CM21 9PG 




































































































































































































TRCLUDE^ 


/N pack 


FASTEST MOST POWERFUl GAMES CONSOIE 













